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Now, get behind the wheel or in the 
cockpit, 2 auto-fires, slow motion. 


Micro-switch 
control, 2 auto- 
k fires, 2 LED 


/ / Joysticks 
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For Ultimate Arcade Excitement at Home, 
look for Video Game Accessories by 


All the features of our 
standard Ultimate plus 
2 players and NO WIRES !! 


Micro-switch control, 
2 auto-fires. 
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YOUR BODY 

You are Rambo." Special weapons expert. Master of 
the martial arts. Dedicated fighting machine. And 
your greatest challenge ever is ahead of you - a 
deadly rescue mission to free American POW's 
enslaved in a sweltering jungle prison. 

Armed with rocket-propelled arrows, experimental 
automatic weapons and a never-say-die attitude, 

COMING SOON... 


IS A WEAPON. 

you parachute into enemy terrain. Danger is every- 
where! Watch out for enemy commandos, slithering 
snakes and deadly jungle beasts. There's no turning 
back as you struggle through the thick jungle brush, 
raging waterfalls and hostile enemy villages. 

Time is running out. Lives are at stake. And only one 
man can possibly survive this mission... you! 
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Hi, game players! 

Welcome to another strategy issue of the Game 
Player's Guidel We've put together a dynamite group 
of new games in this issue, with all the hints, tips, 
color screens, and game secrets we could squeeze 
onto each page. 

Among the 30 games we're featuring in this 
issue, we have new cartridges such as Ninja Gaiden, 
a fast and furious sword-swinging action game 
from Tecmo that's bound to be a big hit. Look at 
Acclaim's Wizards & Warriors, an adventure quest 
that will keep your knight hopping through dozens 
of dangerous levels. (Acclaim has already announced 
a sequel to the game, so look for Wizards & Warriors 
II: Iron Sword in an upcoming issue.) And there are 
eight more games like these that we explore in our 
MegaHits category. 

Other top games in this issue include American 
Sammy's Amagon, Taito's Bubble Bobble, Culture 
Brain's Flying Dragon, Tecmo's Tecmo Bowl, and 
Broderbund's The Guardian Legend. There are al- 
most two dozen of these Hot Hits that are available 
now — or will be soon — at your favorite Nintendo 
store. 

. If you like all of the Nintendo games you find 
here, wait until our next issue! We'll have plenty of 
information on all of the games introduced this year 
by all of the companies that make games for your 
Nintendo system. There are dozens of new titles 
coming, many of them introduced earlier this year 
during the giant Consumer Electronics Show. 
Among the newest products for your Nintendo that 
you'll see in this issue are two new awesome con- 
trollers: Broderbund's U Force game controller and 
Mattel's Power Glove. They're both exciting new 
ways to interact with your Nintendo games. 

Continued on page 6 
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FLY TO FARAWAY PLACES 
AND MEET INTERESTING 
PEOPLE WHO WANT TO BLOW 
YOU OUT 


COBRA ■ 

FROM DATA EAST. , 
NOW FOR NINTENDO. 


Your mission is simple. Rescue the 
hostages. Just like a walk in the park 
except you’re up in the air in a Cobra 
attack helicopter -and up against what 
seems like the combined forces of world 
evil— an arsenal of choppers, tanks, 
soldiers, warships and assorted firepower, 
all aimed at you-know-who. 


Cobra Command ' m Here is all of the 
graphic excitement and non-sto 
the hit arcade game. New for 
Have a nice trip. 


DATA EAST USA, INC. 
470 Needles Drive 
San Jose, CA 95112 
(408)286-7074 


Cobra Command is a trademark of Data East USA, Inc.; ©1988 Data East USA, Inc. 


(Continued from page 4.) 
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Ninja Gaiden - page 65. 



Bubble Bobble - page 28. 





Castlevania II - page 38. 


The response to our Nintendo Game 
Player's Guides has been so great that 
we're launching a brand new magazine 
that will cover all of the great games for 
all of the great videogame and computer 
game systems: Nintendo, Sega, Atari, 
Amiga, Apple II, Commodore 64/128, 
IBM, Macintosh, and any and all other 
systems that are being used by you and 
other game players. Game Player's: The 
Leading Magazine of Video and Computer 
Entertainment will publish its first issue 
at the end of March, so watch for it. Or, 
better yet, you can be a charter sub- 
scriber. Call our toll-free number 1-800- 
458-4145, or fill out a subscription card 
today and send it in. Don't miss the first 
issue of Game Player's. 

GAME TIPS AND HIGH SCORES 

If you're making high scores on your 
Nintendo system, let us hear from you! 
In future issues of our Nintendo Game 
Player's Guide, we'll be publishing names 
and high scores of game players, and we 
want to include you! So, send us your 
scores (and include a picture of the 
screen). We're also looking for hints and 
tips on Nintendo games, so send us your 
best Nintendo secrets and we'll publish 
them in the magazine along with your 
name. Become an instant Nintendo 
game-playing celebrity! 

Enjoy this issue and, until next time, 
keep winning! 


Selby Bateman 
Editorial Director 
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^ GAME 
PLAYERS 
MAILBAG 


KARNOV LEVELS AND RAD 
RACER ROUTES 

Dear Game Player's Guide: 

I have been playing Kamov, and 
trying to start on different levels as 
you indicated in an earlier issue. But 
I can't get it to work. 

Lonnie 
Fresno, CA 

Dear Lonnie: 

We've received several calls and 
letters about how to start Kamov on 
different levels. And we've also had 
some questions about how players 
can choose which race course they 
want to use in Rad Racer. 

In Kamov, when the title screen 
comes up, you can start on any level 
by pressing buttons on both con- 
trollers — but it's easier with two 
people working together. First, on 
controller one, hold down the, Se- 
lect, A, and B buttons at the same 
time that the direction controller is 
pushed to the right. While all of 
those buttons are being held down, 
take the second controller and press 
the A button once to start on level 
two, twice to start on level three, and 
so on. Then press Start on controller 
one. 

To start on different race courses 
in Rad Racer, try the following. After 
you select your car (but before you 
start to race) press the B button. Each 
time you press it, two more blocks 
will light up on the tachometer. 
Then, press the direction controller 
up and to the right. While holding 
down the controller in this up/right 
position, press the Start button. 
Depending on the number of lights 
on the tachometer, you can start at 
any of eight different courses. 

SUPER MARIO 2 WARP ZONE 

Dear Game Player's Guide: 

My son, Jason, who is six years 


old, discovered a warp zone on Super 
Mario Bros. 2. It is located in World 1- 
3. By warping, we can go directly to 
World 4. 

Jason took the magic vase over to 
the end of the building, dropped in, 
and jumped into a vase which re- 
sulted in his going to World 4. 

Of all the books that our friends 
and I have bought, this warp zone is 
never mentioned. 

Sincerely, Maria 
Warren, MI 

Dear Maria: 

Thanks to you and to Jason for 
letting us know about the warp zone. 
We hadn't heard about it either. 
Super Mario Bros. 2 is getting a lot of 
attention, and we have a growing 
number of letters from game play- 
ers who want more information 
about special warp zones, power- 
ups, and other secrets. We'll have an 
indepth strategy guide to Super 
Mario Bros. 2 in an upcoming issue. 

METAL GEAR 
GRENADE LAUNCHER 

Dear Game Player's Guide: 

I just purchased Metal Gear, but I 
am having trouble locating the Gre- 
nade Launcher. Could you please tell 
me what needs to be done to receive 
this weapon? Thank you very much 
for any help offered. 

Sincerely, David 
Brooklyn,OH 

Dear David: 

You need to look around on the 
second or third floor of Building 1 
(not on the roof). Go into the room 
where you pick up the Silencer, and 
you'll see another door in that room 
on the right side. The Grenade 
Launcher is located in that room. 

By the way, you can pick up the 
first four cards in Metal Gear in and 
around the first building. 

WRESTLEMANIA AND 
NIGHTMARE 

Dear Game Player's Guide: 

I would like to see WWF Wrestle- 
mania and A Nightmare on Elm Street 
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in the following issues of the Game 
Player's Nintendo Strategy Guide. I 
would also like to know when these 
titles will be on the market. 

Your friend, Chris 
McMechen,WV 

Dear Chris: 

Both of these games should be 
available by the time you read this. 
And you can bet that we'll be thor- 
oughly covering both Wrestlemania 
and A Nightmare on Elm Street in 
upcoming issues of the Game 
Player's Nintendo Strategy Guide. 

FINDING DOUBLE DRAGON 

Dear Game Player's Guide: 

I think that you should put order 
forms for popular games like Double 
Dragon in your magazines because 
I've looked everywhere for Double 
Dragon and I can't find it. If you would 
put an order form in your magazine, 
I would order it and I'm sure other 
people would, too. 

Zack 

Herndon,VA 

Dear Zack: 

The Game Player's Guides are 
independent magazines that cover 
all the Nintendo games, game hints 
and tips, and related products such 
as game controllers. We're not asso- 
ciated with Nintendo of America, 
and we don't sell the games that we 
write about. That's one of the rea- 
sons we don't have order forms in 
our magazines. Your best bet is to 
keep trying your local Nintendo 
dealers for the games you want. 

During the last couple of months 
of 1988 it was difficult to find Double 
Dragon cartridges anywhere. More 
people wanted the game than there 
were game units to go around. 
However, Trade west, which makes 
Double Dragon for Nintendo ma- 
chines, is sending out many more 
copies of the game right now, so 
keep looking for it. 


LET US HEAR FROM YOU 

Send your cards and letters to us at Game 
Player's Mailbag, 300-A South Westgatc 
Drive, Greensboro, NIC 27407. 




THE CHANGING FACE OF NINTENDO 

If you have been playing Nintendo games a long time, maybe you have noticed that almost all of them are action 
games. To do well at these kinds of games, you need fast reactions and good coordination. There is a big difference 
between an action game and a regular board game, like checkers or Monopoly. In a board game, you don't need speed 
to win. 

There are some good reasons why almost all Nintendo games are action games, of course. Action games are very 



Othello is a pure strategy game 
— fast reactions don't count at 
all. 


Chessmaster 2000 is another 
pure strategy game. It is the 
Nintendo version of chess, a 
centuries-old board game. 


popular with today's young people. They are usually easy to learn and understand. You can begin 
playing an action game and start having fun right away, without spending hours memorizing 
complicated rules. Also, young people tend to have faster reactions than older people, so they are 
better at playing action games. 

Another reason for the great popularity of Nintendo's action games is that they are patterned 
after the coin-operated videogames found in arcades. If you visit a video arcade almost anywhere 
in the world, you will see young people playing coin-operated videogames like Double Dragon and 
Pac-Man. Many Nintendo games (such as Double Dragon) have been adapted from these coin- 
operated machines. 

Action games are fun. But now and then, some players would like to try something different. 
Until recently, there was not much choice. In almost all of the Nintendo games available, you are 
either fighting something, or something is fighting you, or you are chasing something, or something 







IT’S YOU AND A FRIEND AGAINST 
AN ARMY OF THOUSANDS. 

THEY’RE IN FOR TROUBLE. 
(AND YOU’RE IN FOR FUN!) 



Your small island country is struggling against the cruel domination of an evil 
dictator. As the guerrilla leader, you must attempt to secretly land on the shore. 
But the dictator’s military has taken prisoners, and they are waiting to attack you! 
Two players can join forces to battle the dictator’s army, rescue the prisoners, and 
bring liberation. 


SSNK 


SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086. 
Call (800) PLAY SNK. 

® 1989 SNKCORP. OF AMERICA. 

NINTENOO AND NINTENDO ENTERTAINMENT SYSTEM ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 




is chasing you. But a few of the latest games do offer something different. 

In these new kinds of games, your ability to solve a problem or plan your next move is often more important than 
how fast you can flex your fingers. Some examples are Othello, Chessmaster 2000, Jeopardy!, Wheel of Fortune, Golgo-13, 
Tetris, and the Sesame Street series. Othello and Chessmaster 2000 have been adapted from traditional board games. Fast 
reactions or luck don't play a role at all — your thinking powers are all-important. In other games, such as Jeopardy! 
and Wheel of Fortune, it is your knowledge that is being tested. In others, such as Tetris and Golgo-13, there is lots of 
action, but you need to think, too. 

Consider Othello, for example. The Nintendo version of Othello was adapted from a board game that has been 
around for 100 years. It is somewhat like checkers — easy to learn, but hard to master. Each player takes turns placing 
markers on a checkerboard. The object is to capture the opponent's markers. The player who finishes the game with 
the most markers wins. Othello is a two-player game, and you can play against another person or against the 
computer. (Yes, a Nintendo machine is really a small computer in disguise.) You will find Othello described in more 
detail elsewhere in this issue. 

Chessmaster 2000 is the Nintendo version of chess, the classic board game. Chess dates back several centuries to 
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Jeopardy! was adapted from a popular 
TV game show. It tests your knowledge 
on a wide range of topics. 


The Sesame Street series helps young 
children learn basic skills. 


the Middle Ages, to the times of knights in armor. Although the rules of chess may take a while to 
learn at first, it is a very challenging game with infinite possibilities. There are worldwide chess 
tournaments for people of all ages. In some countries, in fact, chess is as popular as football is in 
America. Chessmaster 2000 on your Nintendo makes it easier to learn chess. Also, you never have to 
go looking for someone to play with. The computer is always at home, doesn't get tired, and never 
has homework to do. 

Just as Othello and Chessmaster 2000 have been adapted from board games. Jeopardy! and Wheel 
of Fortune have been adapted from popular TV game shows. You win points by answering questions 
and solving word puzzles. These games are especially fun to play with friends and at parties. You 
can even form teams and pool your knowledge together. 

The new Sesame Street games help younger kids exercise their brains, too. Sesame Street ABC... 
actually has two games in one cartridge: Letter Go Round and Ernie's Big Splash. Both help youngsters 
learn to read and practice other basic skills. Sesame Street 1 2 3... also is two games in one. It helps 
youngsters learn about numbers, shapes, and colors. 
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Commitment to fun and 
everlasting challenge 



HUDSON'S ADVENTURE ISLAND™ 

Come join Master Higgins on his vacation and see what trouble he can get into. Walk 
on clouds, ride a skateboard, throw a tomahawk. Look for hidden items to help you 
beat the monsters. Can you elude those that are trying to beat you? Can you travel the 
whole island without being beaten? Will you take the challenge and go with Master 
Higgins on vacation?! 



MILON’S SECRET CASTLE™ 

If you think you have played the hardest of all video games, try this one. Each level has 
a different challenge; The higher the level the tougher the challenge! Hidden shops 
contain important hints and items to help beat the monsters. Can you find the shops? 
Can you beat the monsters? Are you ready for the challenge of your game playing 
career? THIS IS IT! 



BOMBERMAN™ 

This is the old-time favorite game from Japan. Bomberman is a robot engaged in the 
production of bombs. He had been put to work in an underground compound at the 
center of the earth. One day Bomberman decided to escape for freedom. Bomberman 
can only rely on bombs of his own production for his defense. Will Bomberman ever 
make it to the surface? 



Licensed by Nintendo® 
for play on the 

(Nintendo) 

enT^HjminrnenT 


©1988 Hudson Soft USA, Inc. 

Nintendo and Nintendo Entertainment System 
are trademarks of Nintendo of America Inc. 


For questions, hints or information 
Call (415) 495-HINT 


HUDSON SOFT ' 


601 California Street, Suite 2004, San Francisco. CA 94108 





Tetris is an example of a game that has action, but also requires a little more thinking than you might expect. In 
this game, odd-shaped objects slowly fall from the top of the screen. It's your job to fit them together at the bottom 
of the screen, like puzzle pieces. You get extra points for each unbroken row you form. As the game goes on, the pieces 
fall faster. When they begin falling faster than you can think, the game ends. Tetris is especially interesting because 
it's the first videogame imported from the Soviet Union. It was invented by a teenage computer programmer. 

Another action-strategy game is Golgo-13. This is a James Bond-style thriller that's almost like a movie — except 
that you, the player, are totally involved. It features excellent sound effects and graphics and has plenty of arcade- 


Tetris is an action game that also re- 
quires quick thinking. 




Playing Golgo-13 is almost like being in 
a mystery movie. It has plenty of action, 
but you'd better be able to think, too. 


style action, but requires careful detective work on your part. You can even hold conversations with 
the characters on the screen. 

Even war games may be changing into something more realistic. Although games like 1943 can 
be fun to play, they are not very true to history. Also, they don't require much strategy. But one 
example of a new kind of Nintendo war game is Battlefieldsof Napoleon. This game has much of the 
strategy of a board game like chess. It also has more historical realism than most Nintendo games. 
It should hit the stores very soon. 

So 1989 might be the year that Nintendo games stretch themselves to new limits. Will they be 
popular? We think they will. These kinds of games (and others) have always been available for home 
computer systems, and they have proven very popular. A Nintendo machine is as powerful as many 
of the personal computers now found in homes, and game companies are just beginning to tap its 
vast potential. New and better games are sure to come. 

The ninjas, monsters, tanks, and attack choppers of the action games will still be available — and 
better than ever, if the latest games are any indication of what's coming. But we can also look forward 
to many different and exciting Nintendo games. 


■1 
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GUIDELINES 


The latest Nintendo news and products. 

BRODERBUND’S HANDS-FREE 
CONTROLLER 

When it was first shown to a panel of Nintendo players, they 
didn't believe it was real. But it is — Broderbund's new U-Force 
videogame controller eliminates all physical contact between the 
player and the Nintendo system. The experience has been de- 
scribed as “like being inside your Nintendo games." 

By means of special new electronics, the U-Force device 
instantly translates the player's physical motions into on-screen 
results — without the player actually touching anything. If you're 
playing Mike Tyson's Punch-Out, for example, and you want to 
throw a right cross, you actually throw the punch in mid-air. The 
U-Force device makes it happen on the screen. 

The U-Force plugs into the regular joystick port on a N intendo 
system. It comes with a full range of options, including rapid fire. 

Broderbund Software 
17 Paul Drive 
San Rafael, CA 94903-2101 


KONAMI’S NEW HAND-HELD GAMES 

Tired of reading comic books in the back seat during those long drives on family vacations? Now 
youcan bring Nintendo-style action along for the ride. Konami and a number of other companies are 
introducing a new generation of hand-held, self-contained videogames. 

The games are easy to handle and use modern liquid crystal display technology to provide 
surprisingly vivid graphics. The graphics are much better than the first generation of hand-held 
games that appeared about ten years ago. 

The first releases from Konami will include Double Dribble, Gradius, and Contra. They should be 
available this May. Later this year, more games are scheduled for release. These will include Top Gun 
and Teenage Mutant Ninja Turtles. The retail price for each game will be about $14.95. 

Konami, Inc. 

815 Mittel Drive 
Wood Dale, IL 60191 

CAMERICA’S NEW VIDEO PISTOL 

Camerica has introduced the new Video Blaster, a wired video pistol. It is realistically modeled after a classic six- 
shooter, and has trip-hammer action and gunsights designed to improve your accuracy. 

The Video Blaster comes with a ten-foot cord and super-fast infrared beam, which help reduce eyestrain. The gun 
is lightweight, fits well into younger hands, and is for Nintendo games only. 

Camerica has also introduced a new joystick, the Supersonic. It features automatic fire, simultaneous two-player 
action, and a choice of right-handed or left-handed play. 

Camerica Limited 
230 Fifth Avenue 
New York, NY 10001 
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GUIDELINES 


~ (Continued from page 13.) 


The latest Nintendo news and products. 

NEW GLOVE PUTS 
POWER AT YOUR 
FINGERTIPS 

There's as much innovation going on in the area 
of Nintendo controllers as there is in developing new 
games. Mattel Toys recently announced the Power 
Glove, which offers a radical change from traditional 
joystick action. The Power Glove is scheduled to be 
available later this year. 

When the Power Glove is worn, sensors pick up 
finger and hand movements and translate them to 
character actions in Nintendo games. For example, 
instead of controlling the steering mechanisms in Top 
Gun or Spy Hunter with a joystick, just position your 
hand on an imaginary column or wheel and steer 
right or left. For boxing games such as Mike Tyson's Punch-Out or Ring King, curl the hand wearing the Power Glove 
into a fist and punch the air. Your character will make the same movements on screen. 

A keypad on the glove features slow motion and turbo rapid firing settings. Players can program the glove with 
individual action commands as well. 

New games are being developed especially for the Power Glove (the first, Mindscape's Bad Street Brawler is ex- 
pected to be on sale this fall, around the same time as the glove), but any joystick game can be used in conjunction with 
the Power Glove. 

Mattel, Inc. 

5150 Rosecrans Avenue 
Hawthorne, CA 90250-6692 



Mattel’s new Power Glove. 



ARCADE HIT NOW FOR 
NINTENDO 

One of the top arcade action games will be ready 
for Nintendo machines this spring when Bad Dudes is 
released by Data East. 

The United States president has been kidnapped 
by terrorists, and "Blade" and "Striker," tough fight- 
ers from the urban streets, have been sent out to rescue 
him. But before they reach the president, they'll have 
to fight through gangs, ninjas, dogs, and other foes. 
The two fighters are armed with fists, knives, shurik- 
ins, and nunchucks. Bad Dudes is an exciting martial 
arts rescue adventure. 
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Data East USA, Inc. 
470 Needles Drive 
San Jose, CA 95112 




ANTICIPATION AND COBRA TRIANGLE FROM NINTENDO 


Kids who already are finding it hard to wrestle their NES machines away from their parents might never get a 
chance to play again now that Nintendo has released Anticipation. 

Designed to interest adults as well as children. Anticipation is a video board game in which players race a timer 
to spell out the name of a computer-drawn image. With the emphasis on thinking instead of shooting. Anticipation is 
a perfect game for families to play together. 

A new entry in Nintendo's Action Series is Cobra Triangle. Players steer a speedboat through a danger-filled river 
in this game, scheduled for release in late spring. 

Nintendo of America 
4820-1 50th Avenue NE 
Redmond, WA 98052-5111 

ACTIVISION ANNOUNCES TWO NEW GAMES 


With new titles Ghostbusters and Predator — based on the popular movies — just hitting the shelves, Activision is 
putting the finishing touches on two new games that will be released later this spring. 

The Three Stooges contains all the laughs and pratfalls that made the Stooges' movies and television shows so 
popular. And it's actually 10 games in one. Larry, 

Curly, and Moe raise money to save an orphanage by 
getting parttime jobs. But each job turns into chaotic 
disaster, and the trio ends up throwing pies, racing 
carts, and entering boxing contests . Synthesized sound 
allows you to hear familiar Stooge lines as you play. 

Arcade-style flight simulation is the star in Stealth 
Eagle. Players can battle against each other or take on 
a computerized fleet in a realistic dogfight. Planes 
even have a stealth feature to help them avoid radar 
while shooting down as many enemy planes as pos- 
sible with dangerous, acrobatic flying feats. 

Activision 

3885 Bohannon Drive 
Menlo Park, CA 94025 


NEW TENGEN TITLES 

Three new games are joining the list of Nintendo-compatible cartridges available from Atari Games Corporation's 
NES division, Tengen. Tengen has already scored direct hits with Pac-Man, RBI Baseball, Gauntlet, and Tetris. 

Planned for release in April, Rolling Thunder is a game of international intrigue. A secret society has a plan to 
control the world. You are secret agent, "Albatross," who must infiltrate the society's headquarters and destroy its 
members. 

Super Sprint involves a fast and exciting Grand Prix race. Players are able to customize their cars with such features 
as extra traction or speed to give the vehicles the power they need to win. It should be on store shelves in April. 

Popular in the arcades and available for NES machines in May is Vindicators. One or two players can command 
a futuristic tank in battle against 14 space stations guarded by hostile aliens. The final battle will be against an evil 
emperor. 

Tengen 

1901 McCarthy Blvd. 

Suite 210 P.O. Box 360782 
Milpitas, CA 95035 



The Three Stooges is headed for your Nintendo machine. 
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GAMETAPES 


FOR NINTENDO®CARTRIDGE GAMES 


Game Player's GAMETAPES are a joint production of Signal Research , Inc . and Capital Cities/ ABC Video Enterprises. Inc. Game Player's and GAMETAPES are tradenames of Signal Research . 
Inc. All games are trademarked by, and used with the permission of. their respective license holders. Signal Research is an independent publisher of magazines and videotapes of quality 
for the entertainment industry. Neither Signal Research. Inc. or CC/ABC Video Enterprises, Inc. is affiliated in any way with Nintendo of America. Inc. Nintendo is a registered trademark 
of Nintendo of America. Inc. 



BE A WINNER 
WITH PLAY-TO-WIN 
GAMETAPES™ 

Here are the exciting contents of the first four GAMETAPES: 



Volume 1, Number 1 

Double Dragon, Milon's 
Secret Castle, Bionic 
Commando & Robo Warrior 
(also includes a BONUS 
Quick-Look at Wizards & 
Warriors) 


Accept No Substitutes... 

The professionals at Game 
Player's have put together 
the hottest collection of 
video GAMETAPES available 
today! Each exciting tape 
provides valuable hints and 
tips for four or more games. 
There's even a special sports 
tape covering eight major 
sports games! 

Our Editors Put Together 
The Best... 

Our tapes are carefully ed- 
ited and produced to cover 
the most helpful highlights. 

We don't just tape a game 
and let it run on and on. Our 
experts share their proven tips 
and techniques with you 
every step of the way! 

Created By Real Game 
Players For Game Play- 
ers... 

Every GAMETAPE includes de- 
tailed, easy-to-follow, step-by- 


Volume 1, Number 2 

Ninja Gaiden, Bad Dudes, 
Amagon, & Mega Man II 
(also includes a BONUS 
Quick-Look at Airwolf) 


Volume 1, Number 3 

Castlevania II: Simon's 
Quest, Thundercade, 
Strider, & P.O.W. (also in- 
cludes a BONUS Quick- 
Look at Wrestlemania) 


Volume 1, Number 4 

Bases Loaded, Bandai Golf, 
Baseball Stars, Super 
Dodge Ball, Goal, Hoops, 
Tecmo Bowl, & Lee 
Trevino's Fighting Golf 


step instructions from our exffer^ 
game players. Actual game foot- 
age shows you how to get througl 
difficult spots, and provides tips on 
how and where to find hidden 
power-ups, treasures, weapons, 
and other important items. Plus lots 
of advice on how to get higher 
scores. 

You'll see important action (while 
the narrator tells you what's hap- 



GAMETAPES, Game Player's Magazine, P.O. Box 29364, Greensboro, NC 27429 
YES! Rush me the GAMETAPE(S) checked beloV 
Charge OVISA □MasterCard □American Express □ CheckEoe ^sed 

Signature 

Card # Exp. Date _ 

Name 

Address 

City 


_ State _ 


(Make check out to: Game Player's) 
GAMETAPE #1 
GAMETAPE #2 
GAMETAPE #3 
GAMETAPE #4 
Add $2 for the first tape and .50 for 
each additional tape Shipping & Handling 
(Please allow 4-6 weeks for delivery.) 


. Zip . 


$12.95 per tape 


-TOTAL ENCLOSED 





AMAGON 



The monsters on all the levels follow certain patterns that you can 
learn. To kill the tarantulas that don't fall out of the tree until you are 
under them, go past the spiders, then turn around and shoot them. 

THE GAME 

There's a mysterious island in the midst of the South Pacific 
inhabited by monsters, demons, and deadly aliens. No human has 
ever returned from the island alive. Dedicated soldier Amagon has 
been sent by his country to investigate the uncharted isle. Though he's 
armed with only a machine gun, Amagon has a secret weapon — he 
is able to transform into Megagon, a huge man with superhuman 
strength. 

But even Megagon has his work cut out for him. From the site of 
his landing on the island's plains, he has to work his way through five 
more zones: jungle, river, rain forest, rocky mountain, and beach, 
where he'll find a plane waiting for him. 

His way is blocked by tarantulas, vampire bats, alligators, fire 
balls, pterodactyls, and UFOs. And at the end of each zone is a 
different fierce creature, including a lion head, a devil tree, a hippo 
demon, a skeleton, a megasaurus, and an alien. 

Amagon is limited to 300 bullets, but he can get more by shooting 
his enemies. The enemies also might hide bonus points, one-up items, 
or the mega-key Amagon needs before he can transform into Mega- 
gon. 

American Sammy 


Just because you have 5000 points and the mega-key is no reason to 
change into Megagon. Learn each level and choose the best time on 
each to transform. The most strategic time is usually late in the level 
when enemies are coming from all sides or when you can't duck to 
avoid missiles. But be sure that you have enough Mega-points to 
assure that Megagon will still have strength when he faces the final 
monster in each zone. 



These lion men aren't difficult for 
Megagon to take down with one or 
two good punches, but it's almost 
impossible for Amagon to shoot fast 
enough to kill the lion man before the 
lion man kills him. 



There are six zones in Amagon, and 
each zone has two levels. Each time 
you clear a level, the map appears to 
show your position and give you a 
hint about the level that follows. 



The lion head will first appear in the 
lower right comer. Be there waiting to 
get in several punches before he grows 
another head and begins shooting 
fireballs at you. 
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THE ONLY GAME IN TOWN."-' 

Taito's hot line of arcade games for the Nintendo Enter- 1 J g .1 for all other video games. Taito has been a leader in the 

tainment System ' is one fast-action classic after another. // arcade for over 30 years and that's why you can count on 

And now you can get in on all the action, too. Vi II Taito to bring you the hottest games available for your 

Everyoneknowsthatarcadegamesarethebenchmark | M rs J Nintendo Entertainment System. 

/mT^TT~TT~^\has evaluated the quality of these prod- ^ Inc. Taito, * Renegade?" Sky Shark}" Bubble Bobble™ and 

V llt;l *V ucts. Licensed by Nintendo® for play on the Operation Wolf ™ are trademarks of Taito America Corpora- 

Nintendo Entertainment System .* Nintendo and Nintendo tion. © 1988 Taito America Corporation. AH rights reserved. 

Entertainment System® are trademarksofNintendoof America Advertisement by: Qually & Company, Inc. (Chicago). 


2 A.M. IS NO TIME TO BE ALONE IN THE 
SUBWAY AND YOU'RE ABOUT TO FIND 
OUT WHY... This is the original arcade hit. 
One of the hottest games in Europe Thrill to 
the arcade-quality graphics of this fast- 
paced street-style Karate brawl. Scream 
through Renegade's multiple levels of play 
and see what real action is all about. 


NOBODY EVER SAID IT WOULD BE EASY. 
YOU'VE GOT TO FLY YOUR WORLD WAR II 
P-40 FIGHTER ON A TOPSECRET MISSION... 
Take the arcade's meanest air battle home 
for keeps. Strap in for explosive high-flying 
action. Hold on for your life as you soar 
through incrediblegraphicsandspellbinding 
sound. You'll never want to land. 


TAKE NO PRISONERS. TERRORISTS HAVE 
TAKEN THEIR LAST HOSTAGE. SOMEONE 
HAS TO TEACH THE TERRORISTS WHAT 
TERROR IS ALL ABOUT.. .Take the world's 
best arcade game home Mind-blowing arcade 
quality graphics take you behind enemy lines 
todestroyterroristsandsavehelplesshostages. 
One play and you'll know why it's number 1. 


BUBBLE BOBBLE IS DINO-MIGHT! 




Remember that you can shoot through stone without any problem. Always take the opportunity to shoot 
enemies well before you get close enough for them to do harm to you. The only drawback to this method 
is that sometimes there will be bonus points or bullet magazines that will be blocked by other enemies, and 
they can disappear before you have a chance to grab them. 



In level 1-2, wasps will start approaching you in pairs. Jump up to shoot 
at least one of them, then duck to avoid their missiles. But keep moving 
forward. Some of the wasps have lower flight patterns than these. 



Midway through level 1-2, you can shoot a tarantula for a one-up item. 
Shoot the tarantula from the blocks on the left, but then rush over to the 
right-hand blocks to jump up and retrieve the symbol. 




Just beyond the tree with the one-up 
symbol, you'll come to a river to cross. 
Be careful on your first jump. A bird 
will come from nowhere. Have your 
gun ready, and shoot as you jump. 



Hi 

The mushrooms will start jumping as 
you approach them if you don't de- 
stroy them first. Get on the right edge 
of the land you're standing on to shoot 
the mushroom. Just don't fall into the 
river. 
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A Minute to Loam... A Lifetime to l 

never-ending challenge, 
herypy pit your ■» 

jga'tnst the com- feSgS: 

' puter d: a friend. In a j 
split second one move \ 
jcanwinthegarm 


, _ your discs and 

flipvthem to h|s side. 
/j'S"*”* nsgil Unless you beat him 
|i"; ■ . ™q| tajt. The advantage 

Jsffiflly =g l shifts from Black to 
White and BSckbe- 
fbre you can say Othello. With four 
skill levels to baggie your mind, no 
matter which you play, you’ll flip! 


F Look for Othello 
for your Nintendo 
Entertainment System? 


4«laim 


Masters of the Game 


Acclaim ~ ond Masters of the Game" are trademarks of Acclaim Entertainment, Inc. Othello* is a registered trademark. Licensed by Anjar Co. © 1976, 1988 Anjar Co. All rights 
reserved. Nintendo* and Nintendo Entertainment System* are trademarks ot Nintendo of America Inc. ® 1989 Acclaim Entertainment, Inc. 
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You can't always judge when Megagon is going to generate a laser beam. Usually he'll only use one when 
he's got a lot of power to spare. Laser beams are worth twice as many damage points as a punch (and 16 
times the value of machine gun fire), but Megagon uses up a mega-point with each one he throws. Too 
many beams will leave Megagon without the strength to take on major monsters. 



By the end of 1-2, you're being attacked by mushrooms, birds, wasps, and 
snakes. It's an excellent time to change into Megagon. Try to have at least 
70,000 points, though, so you'll be at maximum power. 



Along with the mosquitos, porcupines, and moles you'll have to fight in 
zone 2 are these purple frogs. Don't get too close — they shoot missiles 
from their mouths. 



Watch your supply of bullets, espe- 
cially if you've been killed once or 
twice. If you run out of bullets, you'll 
have to use your gun as a club, and 
that's certainly no match for this ele- 
phant man. 



As you get close to your first turtle (to 
the right on the screen), moles will 
start pouring out of the chasm beside 
the turtle. You'll have to plan your 
jump to keep from getting killed. 
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COMING SOON 
TO YOUR 
LIVING ROOM: 
THESE TWO 
ARCADE 
BLOCKBUSTERS! 


SNK BRINGS YOU BATTLES, INVASIONS, 
STRIFE, COMBAT, SKIRMISHES, SEIGES, 
CONFLICTS, AIR RAIDS, MOBILIZATIONS 
HOSTILITIES, AND ALL-OUT WARFARE! 


Nintendo 


246 SOBRANTE WAY 
SUNNYVALE, CALIFORNIA 94086 
CALL (800) PLAY SNK 

© 1988 SNK CORP. OF AMERICA. 
NINTENDO AND NINTENDO ENTERTAINMENT 
SYSTEM ARE TRADEMARKS OF 
NINTENDO OF AMERICA INC. 





The beginning of zone 2 is an excellent place to replenish your resources. The wasps you shoot will almost 
always leave bullet magazines, and several of the porcupines that fall from the trees contain power-up 
symbols. 



Crossing the river is difficult, even if you have a turtle to give you a lift. 
Bees will shoot at you, and porcupines fall from the trees above you fast 
and furiously. Duck and keep shooting. 



MKlIP 


The waters may look peaceful in zone 3, but the eyes in the river belong to 
a deadly piranha. He'll jump out at you, but if you're ready you can kill him 
for 500 points. 



The alligator men will walk toward 
you, shooting from their mouths. Duck 
and shoot at their feet. They have a 
resistance value of 16 shots, so you'd 
better keep your finger on the trigger. 



The difficulty in defeating the Hippo 
Demon is keeping your balance on 
the stepping stones. One false move 
and you've fallen in the river. In spite 
of your other talents, you can't swim. 
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WIN THE 20 NINTENDO 
GAMES OF YOUR DREAMS 


N 


ow is your chance to have 
those Nintendo titles 
you’ve been dreaming about 
for so long. No more hoping, 
wishing or begging Mom and 
Dad, because you can win 
them. Now. Here’s how: 

Enter Suncom’s Docking Bay 10 
“It’s Neat to be Neat” Sweepstakes 
by visiting your favorite Nintendo 
retailer. On display you’ll find 
Suncom’s exciting Docking Bay 
10 Game Pak Organizer. It’s a 
neat, easy way to safely store your 
Nintendo software, holding up to 
ten game paks, including sleeves 
and instruction books. 

High-styled and high-tech in 
a sleek, roll-top cabinet that 
matches your Nintendo console, 
Docking Bay 10 keeps cartridges 
clean, organized and conveniently 
out of the way. Made of a sturdy, 
high-impact, injection molded 
material, Docking Bay 10 will 
keep your game paks safe from 
contamination and other hazards, 
so they’ll last for a long, long 
time. It’s a perfect solution 
to cartridge storage prob- * n 
lems, for star pilots and / 
family members alike. J j 
Take home a Docking \ 

Bay 10. Then cut out the \ 

“It’s Neat to be Neat” circle X* 
printed here. Staple it to the " 
inside of your Docking Bay 10 
Warranty Registration Card, and 
mail both back to Suncom by 
May 15, 1989. 

Your name will be entered in a 



Docking Bay JO m 




ind Docking Bay 10 at 
these and many other fine 
retailers across the USA 
and Canada: 

Northwest 

Sears; Service Merchandise; ABI Computer 
Video, Nampa, ID; Software Galleria, Idaho 
Falls, ID; Small Town Computer, Sandpoint, 
ID; S/W Pipeline of N.P., Newport, OR; 
The Computer Store, Longview, WA. 

West 

Sears; Service Merchandise; 
Candy Computers, Elk Grove, 
CA; Fedco California; Cerritos, 
Costa Mesa, Escondido, Los 
Angeles, National City, Ontario, 
Pasadena, San Bernardino, Van 
Nuys; I’m Comics, Whittier, CA; Kunz Photo & 
Hi Fi, Ridgecrest, CA; Long Stores, State- 
wide, CA; Starr Video World, Simi Valley, CA; 
Thor Audio Video, Thousand Oaks, CA; 

D.C. Enterprises, Price, UT; Toy & Hobby 
Co, Modesto, CA; Toys By Roy, Palm 


:\ 




drawing to be held June 2,1989. • eser ' 

If you win, you’ll get to choose any ; Southwest 

"" ’ * Sears; Service Merchandise; Bills Sight & 

Sound, Prescott, AZ; Captain Video, Tucson, 
AZ; Computer or Play, Mesa, AZ; Prescott 


twenty game paks for Nintendo 
from Konami, SunSoft or any 


other publisher, subject to 
availability. 

It’s that easy, so don’t delay. 
Pick up a Docking Bay 10 and 
enter today. 


Computer System, Prescott, AZ; Stuart 
Enterprises, Levine, AZ; Video Junction, 
Minden, LA; Argentina 78 Electro, McAllen, 
TX; Electron Nick’s, Bonham, TX; Mid Texas 
Computers, Brownwood, TX; Movies 
Unlimited, Ft. Worth, TX; New Release, 
Sherman, TX. 


it be postmarked no later than 4/15/89. One winner will be selected from ai 


Plains States 

Sears; Service Merchandise; Action Video 
Inc., Great Bend, KS; Bob’s Video Movie, 
Oklahoma City, OK. 

Midwest 

Circus World; Sears; Service Merchandise; 

A Video Experience, Centralia, IL; Carson 
Pirie Scott, Chicago, IL; Gamers Paradise, 
Villa Park, Deerfield & Norridge, IL; Jed’s 
Video Inc., Lake Zurich, IL; Softy’s Streator, 
IL; Software City, Belleville, IL; Video 
Supreme, Lexington, IL; Softech, Madison- 
ville, KY; Computer Center, Manistique, 

MI; Computers Today, Holland, MI; Carson 
Pirie Scott, Mpls., MN; Bodacious Bytes, 
Rockville, MO; B & G Electronics, Lakewood, 
OH; Futuretronics, Lorain, OH; Just For 
You, Southpoint, OH; Kitchen Sink Software, 
Westerville, OH; Monroe Computer Prod- 
ucts, Solon, OH; Electronics Etc., Lady- 
smith, WI. 

Southeast 

Sears; Service Merchandise; My Favorite 
Video; Suncoast Video; Brazil Electronics; 
Video Tech; Video Biz; Appliatronics; 
Automated Electronics; RCT Electronics; 
Funworld; Electro Fantasy; Crazy Ely; Carl’s 
TV; Flagler Photo; Family Video; B & W 
Enterprises, Waycross, GA; Books and Bytes, 
Lawrenceville, GA; Versatile Video, Atlanta, 
GA; Software Plus, Jacksonville, NC; Stereo 
Video Center, Georgetown, SC. 

East 

Caldors; Clover Stores; Circus World; 
Consumers; Sears; Service Merchandise; 
Derric Electronics, Handen, CT; Software Are 
Us, Milford, CT; Ippy’s, Manasquan, NJ; 
Ippy’s #2, Howell, NJ; The Computer Place, 
Park Ridge, NJ; The Program Store, Wayne, 
NJ; Whitco Sales, Spenser, NJ; Home Enter- 
tainment, Brockton, MA; Video Paradise, 
Gloucester, MA; Bangor-Merrifield, Bangor, 
ME; Memento’s, Caribou, ME; Video 
Encounters, Wakefield, RI; Family Video, 
Staford, VA; Software Heaven, Martins- 
burg, WV. 

Canada 

Electro T’s, Edmonton, Alberta Canada; Toys 
‘R’ Us Canada. 

If you can’t locate a dealer near you, 
call 1 - 800 - 562-5200 ext. 050 
for customer service or write: 


=Suncom 


es received in a random drawing to be conducted by an 
z with the "It's Neat to be Neat" symbol cut-out via regular 
led subject to availability of game cartridges. Winner must 
be chosen if its suggested retail price exceeds $50 (U.S. 
prohibited by law and is subject to all applicable federal 


unavailable from their respective manufacturers. No game may 

rency ). Utter open to all residents of the U.S. and Canada except employees of Suncom, Inc. and its agents. Offer void where prohibited by law and is subject to all applicable 

te and local taxes and regulations. Suncom, Inc. is not responsible for any delays encountered in postal delivery. Winner will be notified via mail by May 23, 1989. For winner’: 

send a stamped self-addressed envelope to Sweepstakes HQ, address above. Entering Sweepstakes constitutes permission to use name and likeness of winner for promotional 
purposes. No purchase required. If entering Sweepstakes without making a purchase, fill out a 3'' x 5" index card with JJ — J J — -=■*- 


along with “It's Neat to be Neat” symbol cut-out, inside of a #10 business-sized envelope. 
©Nintendo is a product and trademark of Nintendo of America Inc., which does 


th your name, address, city, state and zip and mail to above address 


endorse or approve this product. 


Once you make it to zone 4, you've earned the continuing mode. From then on, if all four of your Amagons 
are killed, you can choose any zone (except zone 1) to continue playing. Your scores and bullets will be 
carried on to the next level, but not Amagon's stock. 



In the rain forest of zone 4, you're going to be plagued by rats, owls, and 
devils. Remember that the blue devils are worth more points than the red 
devils. 



They don't get harder to defeat than this skeleton at the end of zone 4. He 
has a resistance value of 104 points. Try to avoid transforming into 
Megagon as long as you can so you'll be at maximum strength. 



The beaches of this South Pacific is- 
land are overrun with lobsters and 
octopi, but you also have to worry 
about cosmic men and these bell- 
shaped UFOs that are worth 300 
points. 



Your final battle will be against this 
alien. Stay out of reach of his weapons 
by trying to attack him from the bot- 
tom. His resistance value is 1 04 points, 
just like the skeleton in zone 4. 
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Nintendo and Nntendo Entertainment Systems 
are trademarks ot NINTENOO OF AMERICA INC. 
XEVIOUSC1383. 1964 Name®. LTD. 
GALAGA01981. 1965 Nameo. LTD. 
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Bandar America. Inc 
12951 E 166th Slreel 
Cerritos. CA 90701 
(2131926 0947 





BUBBLE BOBBLE 



The Stoners in room 9 will fall from the top of the screen, then scatter 
down to the floor. It's not too hard to blow bubbles around all of them 
in tandem. If you can pop the bubbles in a domino effect, you'll earn 

THE GAME 


Two little dinosaurs. Bob and Bub, are off on an adventure to save 
a couple of missing friends. Evil Baron von Blubba has kidnapped 
friends and is holding them in a faraway forest. 

Bob and Bub (or just Bob if you're playing alone) have to get 
through two huge mazes of 1 13 rooms each. The rooms are filled with 
various monsters and menaces, including Incendo, Willy Whistle, 
Coiley, and Hullaballoon. But the two dinosaurs are able to blow 
huge bubbles in which they can trap their foes. Then one good shove 
and — pop! — the enemy vanishes in a spray of suds. 

There are lots of bonuses to be found in the rooms of the mazes. 
You'll get extra points for picking up turnips, crowns, or hamburgers. 
Popsicles, hot dogs, and pickles are some of the items that appear 
when you've killed all the beasties in a room. In addition there is a 
heart that will make you invincible, red sneakers to help you speed 
up, and a book that will allow you to blow thunder bubbles. And if 
you can collect the letters in extend, you'll advance to the next level. 


Taito 



If you haven't mastered the trick of 
floating up on your bubbles, jump 
from the holes in the floor. You won't 
die — you'll just enter the room again 
from the top of the screen. 



The holes in the heart aren't big 
enough to fit through, but if you pop 
the blue water bubbles, a flood will 
streak down through the heart, usu- 
ally taking at least one beastie with it. 
Sometimes you can hitch a ride. 



After you've killed all the critters in a 
room, you have to hurry to collect 
your bonus items. A special trans- 
porting balloon will appear in a few 
seconds to whisk you away into an- 

You'll have to learn to blow bubbles and then ride on them before you other room, 

can get out of some rooms. The best method to use is to alternate 
pushing the A and B buttons very, very quickly. You'll be blowing 
bubbles and jumping at the same time and can keep moving up. 

Sometimes you can bounce several times on the same bubble, too. 
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MODERN DAY 
^WARRIOR 
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Game Paks 

Licensed by Nintendo 
For Play On The 


coming soon! 


Nintendo^, 


The Newest Challenge in the lacm© 
Tradition of Adventure and Skill Games 


Tecmo is proud to introduce its’ latest games for the designated hitters. 

Nintendo Entertainment System", featuring outstanding Tecmo Bowl™ gives you total control of key players as 

graphics, realism, and control that will keep you on the they charge for the championships using the game plan 
edge of your seat! that you create! 

Work your way to the championships as you plan your Tecmo also introduces its’ newest adventure challenge, 
strategy as a coach or player in high action Tecmo Ninja Gaiden™! You’ll travel through distant lands as you 

Baseball™ or Tecmo Bowl'' 1 . wage battles against relentless enemy warriors in this 

Tecmo Baseball™ puts you in complete command of incredibly realistic adventure. Put yourself in control of 


your own team selection, lineup, batting order, and even Ryu Hayabusas' every move as he journeys on his quest! 



Thunder bubbles are some of the most mysterious items in Bubble Bobble. They zap a creature with a streak 
of lightning. But you have to be careful to be facing the opposite of the direction you want the lightning to 
travel. Otherwise, you'll just shock yourself. 



If you can catch the red parasol before it disappears, you can warp up five 
levels. Other bonus items to grab are the piece of candy (which helps you 
blow bubbles faster) and the heart of power (which makes you invincible). 



Some of the Stoners blow fireballs which are deadly. You'll have to sneak 
up behind the Stoners or wait for a break in their missiles before you will 
be able to catch them in a bubble. 



It's an opportunity for a huge bonus if 
you can catch each one of the Stoners 
in bubbles as they fall from the top of 
the screen. Line up the bubbles and 
pop them all at once. 



When you perform really well in a 
room, balloons will appear with the 
letters of the word EXTEND in them. 
Collect all six letters, and you'll enter 
a special screen and will advance to 
the next level. 
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Challenge Your Wits With LOLO: The excitement sizzles with this 
one. Can you help LOLO save the princess LALA from the Great 
Devil? You must guide LOLO through a series of 50 different 
mazes filled with evil spirits. Each maze offers an ingenious triple 
challenge: dodge the evil guardians, move the maze objects in correct 
sequence, and solve the lethal puzzle by collecting the power objects. 

A game the whole family can enjoy, LOLO, from HAL America, is 
designed to improve your thinking skills. 


Challenge Your Skill With ROLLERBALL: Fire up for the ultimate 
pinball challenge. Four vertical scrolling screens extend 
ROLLERBALL’s play area, and your fun. You can have multiple balls 
on all four screens. It's hot! Can you keep your ball in play long 
enough to reach the highest score? Play against the game, or one on 
one with friends on the second screen, hockey version. You'll become 
a pinball wizard! It’s the perfect family game (parents will love it 
because there’s lots of fun, but no violence). 



7875 S.W. Cirrus Drive, Building 2 5F • Beaverton, Oregon 97005 • Tel 503/644-4117 Fax 503/641-5119 

HAI Is a trademark of HAL America Inc. Nintendo ® and Nintendo Entertainment Systems’ 1 are Trademarks of Nintendo of America Inc. © 1989 HAL AMERICA INC. 


Sometimes it's impossible to pop a bubble after you've caught a monster in it. But keep an eye on the 
trapped critters, even if you're capturing others. If it starts to turn red, try to pop it if possible. If one of the 
beasties escapes his bubble, he'll be hopping mad and can move twice as fast. 



If you can catch a bonus item in the popcorn room, all the creatures will 
disappear and be replaced by bonus popcorn. You've got 30 seconds to 
pick up as many kernels as you can for a bonus score. 



Room 35 is the first time you'll have to jump on bubbles to be able to exit 
the room. You might wait for the critters to fall from the ledge, but not all 
of them will. 



If you take too much time in any one 
room, the white fish Baron von Blubba 
will appear. It's possible to outrun 
him to kill the last couple of monsters 
in a room, but if you take longer than 
a minute, he'll have chased you down. 



If you can pick up the bomb magic 
bonus item, an explosion will knock 
out all the creatures on the screen. 
You'll have to hurry, though, because 
the items only stay on the screen for a 
few seconds. 
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TWO WAYS TO WIN IN THE RING 


lAinrcTi r A A aiu i a 

■\l. 'll ll. nmn 


BOARD GAME ACTION 
PLUS 

VIDEO EXCITEMENT! 



If Baron von Blubba appears, don't give up, just waiting for him to kill you. Keep trying to outrun him while 
capturing other enemies in bubbles and popping them. The minute the last monster is killed, the baron will 
disappear and you will advance to the next room with no penalty. 



The Incendos can be beaten the same way as the Stoners. Just capture each 
one in a bubble when he lands on the floor, then break all the bubbles at 
once. Break seven at once and earn 64,000 points. 



The best way to catch the beasties when they're in these separate compart- 
ments is to jump up just beyond the side wall of each box and blow a bubble 
at the same time. 



Rooms don't get any harder than 
number 57. Magic bonus items do 
appear in the room at random, or you 
can find a spot where the Super Sock- 
ets' bullets don't fall, so you can blow 
bubbles to lift yourself up. 



Your best bet for room 68 is to ride to 
the top of the screen on your bubbles, 
then glide down the middle of the 
screen, shooting at the Belugas as you 
fall. The Sockets and Coileys can be 
shot on your way up. 
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Your telephone connection to the hottest gaming hints, 
tips, and secrets for your favorite Nintendo' games! 


Hear the game tips YOU want to hear by just pushing a 
button on your telephone. Each week, our Game Player's 
experts choose the best hints and tips for three hot games 
for the Nintendo Entertainment System; Simply dial and 
choose which games' secrets you want to hear! Or, hear 
them all! Every week we'll change the games and the 
hints. 


The Game Player's Pro-Tip Hotline costs $1 .25 for the first 
game, and just 75 cents for each additional game. Don't 
forget to ask your parents' permission before making your 
calls. gam 


Nintendo® and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. The GAME PLAYER'S PRO- 
TIP HOTLINE is a joint production of Signal Research, Inc., and CC/ABC Video Enterprises, Inc., and is not affiliated in any way with 
Nintendo of America Inc. 


Bubble Bobble is just as much fun for two players as for one. With two dinosaurs, you can plan more strategy 
than with just one. You can decide how to divide the screen, whether one player will handle all the bubble 
jumping, or plan rescues for the other player's dinosaur. 





You should have your bubble-riding skills down pat by room 81. You 
should work on speed now. There's also a spot on the floor where you can 
drop off. Capture the Sockets in bubbles first. 



Sometimes it's best — especially when you've just arrived in a room to let 
the beasties come to you instead of chasing them. You should always wait 
a few seconds just to see what pattern a room will follow. 



The secret for completing each world 
is found in room 99. You'll have to 
defeat the critters and find a crystal 
ball, though, before the clue will be 
yours. 



Grumple Grommit is the last creature 
you'll have to fight in world one, but 
he is the most powerful foe you've 
faced. Pick up the drug of thunder at 
the top of the screen so you can blow 
thunder bubbles. 
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BE A WINNER 
WITH PLAY-TO-WIN 
GAMETAPES™ 

Here are the exciting contents of the first four GAMETAPES: 



Volume 1, Number 1 

Double Dragon, Milon's 
Secret Castle, Bionic 
Commando & Robo Warrior 
(also includes a BONUS 
Quick-Look at Wizards & 
Warriors) 


Volume 1, Number 2 

Ninja Gaiden, Bad Dudes, 
Amagon, & Mega Man II 
(also includes a BONUS 
Quick-Look at Airwolf) 


Accept No Substitutes... 

The professionals at Game 
Player's have put together 
the hottest collection of 
video GAMETAPES available 
today! Each exciting tape 
provides valuable hints and 
tips for four or more games. 
There's even a special sports 
tape covering eight major 
sports games! 

Our Editors Put Together 
The Best... 

Our tapes are carefully ed- 
ited and produced to cover 
the most helpful highlights. 

We don't just tape a game 
and let it run on and on. Our 
experts share their proven tips 
and techniques with you 
every step of the way! 

Created By Real Game 
Players For Game Play- 
ers... 

Every GAMETAPE includes de- 
tailed, easy-to-follow, step-by- 


Volume 1, Number 3 

Castlevania II: Simon's 
Quest, Thundercade, 
Strider, & P.O.W. (also in- 
cludes a BONUS Quick- 
Look at Wrestlemania) 


Volume 1, Number 4 

Bases Loaded, Bandai Golf, 
Baseball Stars, Super 
Dodge Ball, Goal, Hoops, 
Tecmo Bowl, & Lee 
Trevino's Fighting Golf 


step instructions from our ex[M 
game players. Actual game foot- 
age shows you how to get through 
difficult spots, and provides tips on" 
how and where to find hidden 
power-ups, treasures, weapons, 
and other important items. Plus lots 
of advice on how to get higher 
scores. 

You'll see important action (while 
the narrator tells you what's hap- 


hing)\ 


er on- each 


r players 
?reen after 
? tapes 
i learn 
nd spore 
same. 


Gc^e Player's GAMETAPES are avails. 
gi5le at leading toy and video stores \ 
nationwide. Watch for these and other 
rew rej«asks4n the GAMETAPES series 
iomirig soon. AiUapes include 35 to 40 
tiinutes or more V playing action. For 
T VH£ systems. Manufacturer's sug- 
5 retail: $ 12.9a 


GAMETAPES, Game Player's Magazine, P.O.\ox 29364, Greensboro, NC 27429 
YES! Rush me the GAMETAPE(S) checked below' 

Charge OVISA □MasterCard □American Depress -□ QieckEQg K5sed 

Signature 

Card # Exp. Date 

Name 

Address : 

City 


_ State _ 


(Make check out to: Game Player's) 

I I GAMETAPE #1 

I I GAMETAPE #2 

I I GAMETAPE #3 

I I GAMETAPE #4 

Add $2 for the first tape and .50 for 

each additional tape Shipping & Handling 

(Please allow 4-6 weeks for delivery.) 


. Zip _ 


$12.95 per tape 


-TOTAL ENCLOSED 



CASTLEVANIA II 


SIMON’ 


S QUEST 



Be sure to talk to everyone you meet in all the villages. Copy down 
their clues, but remember that some clues may be false leads. 

THE GAME 

Simon Belmont, the whip-wielding hero of the original Castleva- 
nia, is still under the Fanged One's evil curse. His only hope is to 
journey through all the realms of Transylvania, recover all five parts 
of Dracula's body, return them to the Count's castle, and burn them. 

Your quest takes you through dank stone villages, magical woods, 
lakes of fire, vast haunted mansions, poisonous swamps, and treach- 
erous mountain cliffs. Along the way you must master five different 
kinds of whips, and you'll acquire potent magic items which will aid 
you in overcoming the many challenges that await you. 

To answer the riddle of Dracula, you'll need 13 major clues. Some 
will be very hard to get, for they are hidden in the dark comers of the 
five eerie mansions, each of which bristles with pitfalls, deadly 
spikes, and a host of monstrous enemies. Some clues, however, come 
easy — just walk up to the villagers and talk to them. Copy down all 
the clues, for you cannot succeed without them. But beware of false 
information! The villagers are all so terrified of the Count and his 
legions that some of them will feed you fake tips. 

Konami 


Proper use of your magic items is essential. To use the magic 
crystals, go into the inventory sub-screen, place the arrow over the 
crystal, then kneel. Garlic not only wards off certain kinds of mon- 
sters, but it can be used as bait, too. Laurel is valuable for traveling 
through swamps and watery terrain, since it enables you to float. 



When your energy level is low and 
you've been wounded fighting Drac- 
ula's henchmen, retreat to the village 
church, where your health will be 
restored. 



You should remain in each town for 
longer than a single night to make 
sure you've done everything you need 
to do. One visit may not be enough in 
some villages. 



When night falls, Dracula's zombies 
roam the streets. Drive them off with 
your whip and gain valuable hearts. 
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One great 
quarterback 


deserves 

another. 



It’s third down 
and a long four to 
the first down that 
will stop the clock. 
No time-outs left. 
The weak side 
linebacker is lined 
up inside his 
defensive end. 
They’re coming! 
You check-off the play at the line of scrimmage and 
call for a quick pass to the tight end. He breaks it for 
aT.D.! 

It’s not the SuperBow!, it’s the super new video 
football game for Nintendo Entertainment Systems, 
John Elway’s QUARTERBACK.™ So real you see the 
game like a quarterback does, from the line of scrim- 
mage. You call the plays, you beat the blitz, you make 
it happen. 


Named for the quarterback who twice won the AFC 
Player of the Year Award, this is the game cartridge 
made for every kid or grownup kid who ever wanted to 
play the game as well as John Elway. 

Get it now before time runs out. Remember, you 
have no time-outs left. 


Look for 
John Elway’s 
QUARTERBACK™ 
wherever you find 
Tradewest’s other 
block- buster hit, 
Double Dragon.™! 


OUR NAME GUARANTEES A GREAT GAME. 

TRADEWEST 

2400 S. Hiahwav 75. Corsicana. TX 7 


(Nintendo) 


2400 S. Highway 75, Corsicana, TX 75110 



Holy Water has many uses. It can dissolve walls in mazes and reveal hidden extensions to rooms that 
look empty. It is also useful for detecting pitfalls. If you suspect you're about to step on one, toss a bottle 
of Holy Water at the stones in question. If it shatters, they are safe to walk on. If it passes through them 
without breaking, better think of an alternative way to proceed. 



Monsters gain power at night. The same creature you easily beat during 
daylight hours becomes more difficult to kill after dark. 



Avoid the drifting spider webs in the woods — you can't kill them and 
their touch weakens you. 




Fish-men suddenly erupt from peace- 
ful waters, spitting dangerous castle 
stones. Crouch low and use your whip, 
and they will soon vanish back into 
the water. 



Learn how to jump and use the whip 
at the same time. There are many 
places where you'll need this tech- 
nique. 
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for hotshots 

#$;bed master 




-118NR 

QuickShot's new infrared remote 
controller for Nintendo entertainment 
systems features ultra high speed auto 
fire, sensitive thumb control pad, positive 
response fire buttons, interchangeable 
control sticks and remote control unit with 
20 foot range. 

QS-118N 

Wizmaster’s standard Nintendo con- 
troller offers the same exciting features in 
a wired version. 


QS-118F 

All the features of the Wizmaster are now 
available for Sega, Atari, Amstrad, Com- 
modore, SVi and MSX systems. 

QuickShot means quality, and Wizmaster 
is the newest in the exciting line of 
QuickShot controllers. Look for 
QuickShot at major retailers 
nationwide. 


QuickS hot 


IUI 


by BON DWELL 


Nintendo is a registered trademark of Nintendo Co., Ltd. Sega is a registered trademark of Sega Enterprises Ltd. SVI is a registered 
trademark of Spectravideo International Ltd. Armstrad is a registered trademark of Armstrad Consumer Electronics. MSX is a regis- 
tered trademark of ASCII. Atari and Commodore are registered trademarks of Atari Inc. and Commodore Electronics Ltd. respectively. 


You will encounter a ferryman. Normally, he can be trusted. But if you forget to bring him some garlic, 
he may take you some place you don't really want to go. If you have collected Dracula's Heart on your 
quest, the ferryman will take you straight to Brahms' Mansion, an important destination. 



In the Berkeley Mansion, throw holy water on these stones. They will 
vanish and reveal...? 



If you're in a tight spot and don't have room to swing your whip at a skele- 
ton, just leap onto its head and use it for a stepping stone! 



Don't try to jump onto these pitfall 
stones — leap through them as though 
they weren't even there. 



The flying bones look harmless, but 
you'd better avoid them, then strike 
quickly at the skeleton who threw 
them. 
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There are five mansions you must visit. Each contains major clues as well as one piece of Dracula's 
remains. Be sure to search every room and level (mapping is a definite plus) and use Holy Water whenever 
there is even the remote possibility of something being hidden — you have a generous supply of it. Often 
you will gain knowledge in a mansion that you cannot make full use of unless you revisit towns and places 
you've already come through once. 



After you gain Dracula's rib bone, you will also acquire a magic shield for 
protection. 



When you get out of the Berkeley Mansion (if you get out, heh, heh, heh!), 
go back to the village of V eros for a second visit. It will be more productive 
than your first. 



Drive your oak stake into this glowing 
ball, and the powerful rib bone of 
Dracula is yours. 



The ferryman is an important charac- 
ter in the world of Transylvania. He'll 
provide better transportation if you 
offer him a gift of garlic. 
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Y ou collect hearts for slaying monsters, and you can exchange them for valuable items from merchants 
you meet — often in the oddest places. When you die three times and the game ends, you can resume at 
your point of progress, but you lose all hearts and "experience points." To regain hearts fast, station 
yourself in an open street when night falls (so you'll have room to maneuver and swing your whip), figure 
out the pattern of the wandering zombies, then lay into them. At least half of those you destroy will be 
worth hearts. 



This shop looks empty until you throw some holy water on the floor, 
revealing a secret entrance. 



When you buy garlic, go to some quiet part of town and practice using it. 
The technique is tricky, but vital to your quest. And you can always buy 
more garlic. 



The fourth grave in the dreaded 
Camilla Cemetary holds a vital piece 
of the puzzle. 



En route to the town of Aljuba, stop at 
the Y uba Lake. Use one of your magic 
items to reveal a secret passage. 
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FLYING DRAGON 



It's easy to defeat the ninja girl. Stand just left of the center of the 
screen and duck her ninja stars. When she jumps near you, stand and 
kick, then quickly duck again. Repeat until she's defeated. 


THE GAME 

In Flying Dragon, five secret scrolls — the scrolls of Hiryu-no Ken 
— have been stolen from your wise teacher, Juan. As Ryuhi, a young 
boy, you set out on a long and dangerous journey to recover the stolen 
scrolls. Luckily, you possess the one scroll that wasn't stolen from 
Juan. This scroll gives you the power of the mind's eye. It allows you 
to see your enemies' weak points, and to anticipate where your 
enemy will strike at you next. By using this power, you have an 
advantage over the skilled fighters who stubbornly attack you. 

Flying Dragon is an unusual martial-arts action game. Unlike 
other action games that constantly expose you to danger, Flying 
Dragon includes lengthy training sessions between some of the combat 
levels. There is very little danger of losing a life during these training 
sessions. Yet, they help you perfect your fighting skills for the hand- 
to-hand combat that is to follow. During training, you can also collect 
containers of magic holy water. Later, by drinking this holy water 
during combat, you can renew your fighting strength. So in a way, 
you can think of the training sessions as welcome rest periods — an 
unusual feature for a Nintendo action game. 

Culture Brain 


The training sessions give you an opportunity to rest a bit while 
remaining relatively safe from danger. Don't use them for an excuse 
to get lazy, however. Pay attention to the instructions given by 
Gengai, the bishop of Shorinji. He will tell you how to spot the 
enemy's weak points, and even how to defeat an opponent with a 
single blow. He can also teach you new fighting techniques, such as 
how to throw an enemy over your shoulder. You will need this 
information later when battling enemies in your quest for the scrolls. 



After defeating a special enemy (such 
as the ninja girl), and before moving 
too far, grab the symbol the enemy 
leaves behind. Otherwise, the symbol 
might disappear off the screen, and 
you'll lose it. 



This tusk beast is easy to defeat. Jump 
directly in front of it and kick it three 
times. The beast will then try to jump 
on top of you. Step forward so it jumps 
over you instead, then kick it once 
from behind. It's history. 



On the first journey, punch this statue 
and grab the bottle that appears. It 
will restore your life energy. The gauge 
at the top of the screen always shows 
how much life energy you have left. 
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The early training sessions teach you the basic fighting techniques: how to defend your upper, middle, 
and lower body from attack, and how to attack your opponent's upper, middle, and lower body. But there 
are additional techniques for striking stronger blows. To deliver a cyclone kick to an enemy's head, for 
example, press both the A and B buttons while pressing up on the control pad. If your K.O. gauge at the top 
of the screen is full, this move will deliver an even more powerful blow — the Hiryu-no Ken flying cyclone 
kick. Both special kicks are worth 5,000 points. 



To defeat this beast, charge it head-on and start kicking. It keeps trying to 
jump behind you, so simply turn around and keep kicking. After a few 
good kicks, it's done for, and you gain the power to throw cosmic saucers. 



In the first journey, you can gain an extra life by punching this statue and 
grabbing the symbol that appears. But this platform is hard to reach 
without falling off the screen. Don't try unless you're a very good jumper. 



This tusk beast, the Pebora, is easy to 
eliminate if you can throw cosmic 
saucers. Move within range, carefully 
ducking the saucers it throws at you. 
Then stand up and throw a saucer of 
your own. It only takes a few hits. 



After defeating the Pebora on the first 
journey, the ninja girl makes a second 
appearance. She is just as easy to de- 
feat with kicks as she was the first 
time. Or you can use cosmic saucers 
here. Remember to duck her throwing 
stars. 
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Another powerful fighting technique is the rolling middle kick. Normally you strike a blow at an oppo- 
nent's midsection by pressing either the A or B button by itself. (The A button throws a kick, and the B 
button throws a punch.) Instead of pressing the A or B button alone, try pressing both buttons at the same 
time. This delivers a stronger kick to your opponent's midsection, scoring 5,000 points. Practice the ro llin g 
middle kick during your training matches. Then make sure to use it when facing a tough enemy in actual 
combat. 



If you defeat the five enemies on the first journey (including the ninja girl 
twice), you get the key that unlocks this door. But don't let the door scroll 
left off the screen, or you'll have to fight all the enemies again. 



INSTRUCTIONS FROM SHINGAN 

DEFEND THE & HARK 
ON VOUR BOD V 
ATTACK THE © HARK 
ON ENEHIES BODY 


ATTACK UPPER 


■JOY STICK OPERATION 


After unlocking the door to complete the first journey, you enter the 
Shorinji training sessions. There is relatively little chance of losing a life 
during these sessions, so concentrate on polishing your fighting skills. 



One skill you need to perfect during 
training is the flying leap. Press the A 
and B buttons at the same time while 
pressing either left or right on the 
control pad. You must master this 
move to survive later in the game. 



Every minute or so during the 
matches, a bottle of holy water floats 
above you. Try to catch it with a flying 
leap. If you succeed, a marker appears 
just below the K.O. gauge. Collect as 
many bottles as you can. 
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Here's another powerful fighting technique. Instead of throwing a normal lower-body kick by 
pressing the A button and down on the control pad, press both the A and B buttons while pressing down 
on the control pad. This throws a spinning ground kick. It is a much stronger blow that is worth 5,000 points. 
Like the other special fighting techniques that involve pressing both A and B buttons, the spinning ground 
kick cannot be used against tusk soldiers or other enemies during the journeys. But it can be used during 
matches and tournaments. 



Here's how to collect the most bottles of holy water. Stop fighting your 
opponent for awhile, and leap back and forth over the top of him. Every 
minute or so, another bottle floats by. Grab it with a flying leap. 



After the training sessions, you begin the second journey. You can easily 
defeat the ninja girl and the tusk beasts with the same tactics you learned 
on the first journey. 



There is a strange new enemy on the 
second journey. To defeat it, jump 
inside it and kick as fast as you can. 
(Or you can throw cosmic saucers, if 
you have this power.) Soon the beast 
will explode like fireworks. 



Punch this statue on the second jour- 
ney to find the magic symbol that 
restores your life energy. You will 
need this energy to defeat all of the 
tusk beasts and unlock the second 
door. 
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While learning all of the special offensive techniques, be sure not to neglect your defensive skills. They 
are equally important, especially when you advance to the world tournament. There, you will need all of 
the strength you can muster to defeat the tusk soldier who is hiding within your final opponent. If you lose 
too much energy during the final tournament match, you will quickly go down in defeat to the powerful 
tusk soldier. One defensive skill you absolutely must master to survive this stage is the flying leap. (For 
details, see the photo captions.) 



At the end of the second journey, you enter the world tournament. The first 
opponents are the easiest, so sharpen your fighting skills against them. Use 
flying leaps to catch the bottles of holy water that float by every minute or 
so. 



Here's why it's vital to collect holy water. After beating your last enemy 
in the tournament, he becomes a powerful tusk soldier. Each time he hits 
you, press the Select button to drink a bottle of water and gain energy. You 
must do this to survive. 



When you are battling the powerful 
tusk soldier, he will sometimes re- 
treat and begin rolling these balls of 
flame at you. To avoid them, make a 
flying leap. Otherwise you will lose 
too much life energy to win the fight. 



It is very hard to defeat the powerful 
tusk soldier. But if you do, you ad- 
vance to the third journey. More ene- 
mies await you there, but you can 
beat them with the same tactics you 
learned on earlier journeys. 
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JACKAL 



Blow holes in the sides of these single huts as you encounter them 
during the game. The prisoner you free will replace your grenades 
with rockets. 


THE GAME 

There are prisoners of war to be freed, and you're in command of 
the armored attack jeep sent to get them out at any cost. You'll find 
prisoners on each of six different stages. Blast your way to them, pick 
them up, and take them to the helicopter landing pad to be carried out 
of enemy territory. 

But getting the prisoners is the easy part! There are hundreds of 
enemy tanks, armored jeeps, bazooka-firing soldiers, bombers, gun- 
boats, and other attackers trying to stop you. 

Your jeep fires a machine gun, and either grenades or bazooka 
missiles. The machine gun shoots in one direction only, so you'll have 
better luck getting rid of enemy soldiers if you learn to drive left and 
right across the screen. But you can fire the cannon in any direction. 
The sooner you get used to moving your jeep quickly, the farther 
you'll get in this game. 

Jackal is as much fun for two players,too. You and a friend can 
cooperate, driving twin jeeps from one level to the next. Or you can 
stay in one-player mode and take on the enemy by yourself. 

Konami 


You can sometimes uncover hidden objects by firing your grenades 
or missiles at an area that seems empty. As you play the game, try 
firing your cannon at a variety of areas to see what turns up. 



When attacking more than one en- 
emy tank, it's sometimes easier to 
drive across the remains of a destroyed 
tank to get to the next one. 



In two-player mode, don't let your 
jeeps get too far apart. One jeep can be 
trapped by enemies if you try to leave 
the screen too far from your team- 
mate. 



When a jeep gets missile power in a 
two-player game, the other player will 
have to wait until the next missile hut. 
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There are patterns to enemy movements that you can learn very quickly. Once you've gone through early 
stages of the game, you'll start to pick them up. And remember that you don't have to fight every enemy 
tank or jeep. Sometimes it's better to move on quickly. 



When freeing prisoners in the two-player mode, work together to get the 
men out faster. And make sure there are no enemies around while you're 
both loading prisoners. 



It's possible to blow up enemy ships from the bridge, but you have to be 
fast. It's easier in two-player mode. 



When one of your jeeps is blown up, 
the prisoners inside wander around 
until you or your partner pick them 

up- 



On the first level, race up the right 
shoreline after crossing the bridge. 
When you come to this area, make the 
star appear by shooting at this spot. 
The star can destroy all your enemies. 
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Once you've picked up prisoners on a level, try to play a little more cautiously, at least until you've 
unloaded them at the helicopter. Every time your jeep is blown up, you lose some of the men you've 
rescued. 



For extra points, unload the prisoners you've freed on each level. If your 
jeep is blown up, you lose some of the prisoners you've rescued. 



The blue tanks at the end of level 1 are fast, and you have to shoot them 
twice. This takes practice. It's easier in the two-player mode. 



When you encounter these twin tanks, 
shoot a missile directly between them 
— they'll both blow up. Just don't 
miss. 



Be careful when entering a new screen. 
Enemy tanks are often waiting just 
beyond the edge of the screen. Fire 
while entering. 
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If you wait too long to get to the helicopter, it will leave, and you won't be able to unload your prisoners. 
Try to pick up the prisoners and get to the landing zone without too much delay. You'll get another jeep 
after you've rescued enough prisoners. 



Some of these stone columns blow up and drop deadly stone sections that 
can destroy your jeep. Watch for them; they can be avoided. 



The enemy planes flying across the screen are fast and deadly. But you can 
usually avoid them by moving left or right very quickly. 



Some areas are just too risky! When 
you find an area in which more than 
three enemies attack at once, remem- 
ber it and stay away in the future. 



These stone heads fire deadly mis- 
siles. Don't try to destroy them all. 
Just race by them as fast as you can. 
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One of the easiest ways to get ambushed is to begin unloading your prisoners before you've cleared 
attacking tanks and enemy infantry from around the helicopter landing pad. Shots can come from just off- 
screen, even though you can't see the shooters. 



When you enter a tough screen in two-player mode, be ready to split up 
in opposite directions to avoid enemy fire. 



These stone heads shoot heat-seeking missiles that are hard to avoid. Be 
ready to move fast and get off the screen as soon as possible. 



Enemy planes drop bombs on the 
bridges as well as on the land areas. 
You have less room to maneuver on 
the bridges, so try not to get caught 
there. 



At the end of this bridge, you must 
use a missile to get these twin tanks, 
or be ready to dodge quickly left or 
right. 
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METAL GEAR 



Sneak by this guard while he sleeps. You must learn to be patient until 
enemy soldiers sleep or turn away. 


THE GAME 

Metal Gear is a game that rewards patience and careful planning 
as much as it rewards quick moves and a fast trigger. You simply 
cannot win unless you learn the right strategy for sneaking and 
fighting your way through the armed complex of buildings that 
belongs to the tyrant. Vermin McTaffy. Your mission is to sneak in 
and destroy McTaffy's secret weapon. Metal Gear. 

You'll work your way through jungles, buildings, and mazes 
teeming with soldiers, poison gas, disappearing floors, and many 
other deadly dangers. As you move through enemy territory, you 
must keep checking your transceiver for new information about the 
location of allies and extra equipment. You'll also have to learn how 
to use your equipment and weapons for different situations. But most 
important: Learn how to sneak by enemy soldiers as they guard the 
trails and buildings. You can't win by firepower alone. 

When you pick up equipment or weapons and leave the truck or 
room where you found them, watch out for an ambush by enemy 
soldiers. If you're ready for them, you'll have a better chance to get rid 
of the soldiers before they sap too much of your soldier's energy. 



The dogs will chase, but you can avoid 
them by going straight down and 
taking the path at the bottom right. 
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There are binoculars in this first truck. 
But when you come out, the soldier 
will attack. Be ready to hit him as fast 
as possible. 




Ultra 


The opening jungle area is the toughest part of the game. It takes 
patience, and you must learn how to sneak by the soldiers. Once you 
get to the first building, you'll start to have an easier time. 


When you see the binoculars in the 
truck, go to them and pick them up. 
They'll appear in your equipment 
inventory. 
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In Metal Gear, you have to learn to wait until the soldiers turn away or until they go to sleep. If you try to 
fight each soldier, you'll quickly be killed. 



To sneak by these two guards, wait until both of them are facing left, then 
move down the screen quickly. Your timing has to be just right. 



RANK * 


At the guard house, hide here until both guards turn left. Then sneak by 
on the left side next to the house. 



Sneak into this truck to get Card #1. 
You'll need it to open doors in the first 
building. 



After emerging from the truck at the 
first building, wait until the guard 
leaves, then use Card #1 to enter the 
building. 
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Make sure you look carefully at the maps that come with the game. They not only show you where to go, 
but give you important hints about where equipment, soldiers, and prisoners can be found. 



When using the transceiver, remember to keep it tuned to 120.85. It 
occasionally drifts, and you won't receive valuable messages unless you 
tune it back. 



In the first building, go left. Then work your way clockwise through the 
rooms. 



In this tank room, go all the way to the 
left and then up to the room above. 



You can -send calls for help by press- 
ing up on the direction controller and 
keeping the radio tuned to 120.85. 
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At different points in the game, you must use either special equipment or special weapons to get through 
certain rooms or buildings. It takes time to learn how everything works, so keep some notes about each 
building. This is especially true of the mazes. 



IZflNK * 


This door leads to the gas mask you'll need later. When you enter, you'll 
have to fight a soldier. And when you leave, you'll fight another one. 



This black hole opens up on the right side of this screen and swallows your 
soldier. Go through the left side. 



Use the passwords when you want to 
stop a game in progress and return to 
the same place later. Obviously, this is 
more useful later in the game. 



The key to Metal Gear is knowing how 
and when to use the weapons, equip- 
ment, and transceiver selections as 
you go through the game. 
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Once you've moved far into the first building, you'll start to find prisoners. You can't reach many places 
or people until you earn a certain rank by rescuing these prisoners. For instance, to get the rocket launcher 
in the second building, you need a rank of four stars. 



You advance in rank as you rescue more and more prisoners. That means 
you have to search through many rooms in each building. 



The west elevator is at the top of the screen in this room, which is at the 
upper left area of the building. 



The elevators take you from floor to 
floor. But watch your step when get- 
ting in and out of them. 



A red sensor has picked you up, and 
a squad of soldiers appears almost 
immediately. It takes time to learn the 
safe routes. 
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MICKEY MOUSECAPADE 



When the game opens in the fun house, Mickey and Minnie are 
unarmed. They have to get a key from the wizard before they can exit 
the house. 


THE GAME 

Disney cartoons were never like this! Mickey and Minnie have to 
find a missing friend by searching through five dangerous zones: the 
fun house, ocean, woods, pirate ship, and castle. The mice are 
threatened by cats, walking brooms, jellyfish, lobsters, bears, skull- 
throwing cutthroats, and wasps. But they are armed with stars that 
they can throw to inflict a lot of damage. 

Mickey and Minnie's search begins in a fun house. They have to 
go from room to room before they can find the treasure chests that 
hold their stars. From the fun house, the mice travel to the ocean, 
where they must dodge deadly waves and defeat the same crocodile 
that made mincemeat of Captain Hook's arm. 

In the woods, Mickey and Minnie have to jump chasms and 
defeat bears, while looking for the right exits that will take them 
through spring, summer, autumn, and winter seasons until they find 
the exit to a mysterious garden where the caterpillar from Alice in 
Wonderland waits for them. And their final battle is in the castle of the 
evil queen from Snow White and the Seven Dwarfs. 

Capcom 


In the green section of the fun house, enter the doors that open to the 
right. One will hold a key to the locked section of the house, the other 
will hold Mickey's stars. To get Minnie's stars, leave the room where 
you found Mickey's, go up three green rooms, right through a blue 
room and two brown rooms, down two ladders, and then left through 
a blue room. 



The entrance to the treasure room 
holding Mickey's stars is on the left. 
Minnie stars are on the next floor, 
with the entrance on the right. Be sure 
to get Mickey's stars before Minnie's. 



This cat is pretty difficult to defeat. If 
your power points are low, you might 
want to just jump over the cat to reach 
the exit. But be sure you've found the 
key to this door. 



The walking brooms can be trouble- 
some. Y ou need to shoot their handles, 
not their bristles, so don't stand on the 
floor to fire. Jump up and shoot in- 
stead. 
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Though there is a warp feature in Mickey Mousecapade, the only way to get through the game with double 
throwing stars is to play the different levels in order. If you skip around, only Mickey will be armed. And 
that will be a problem, especially against the enemies at the end of each level. 



You need to be near full strength before you battle the wizard. Then climb 
the ladder and keep jumping and shooting. Before too long he'll disappear 
in a big explosion. The fun house key is in the treasure chest. 



Learn the pattern of the ocean creatures and shoot as many as possible. 
Don't stand still too long or a wave will try to wash you into Davy Jones' 
locker. 



You can be injured by the waves and 
by the jellyfish they bring. But you 
can also shoot the jellyfish if you're 
fast enough. You need all the extra 
points you can get. 



Mickey and Minnie's final foe is this 
ill-tempered crocodile. Defeat him just 
like the wizard. Just keep jumping 
and shooting as fast as you can. 
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Be very careful when pausing near doorways in the woods to shoot an enemy or avoid danger. Sometimes 
you can accidentally move toward the door and end up back at the beginning of the scene or, worse yet, 
at the beginning of the whole level. During the first two seasons, you'll want to exit through the second door 
you find. To exit from autumn and winter, you'll have to locate the exit by shooting at the trees. 



The minute you step off the ladder onto the deck of the pirate ship, the 
pirates will start running twice as fast. It can be difficult to beat them. 



You can really lose a lot of strength quickly in the pirate ship. So you 
should take advantage of anything that looks like it might hold a hidden 
item, such as these whisky barrels. 



Pegleg Pete throws knives at all dif- 
ferent levels, so it's hard to get a shot 
off without getting hit. But practice 
makes perfect. Pete is also hiding in 
the queen's castle. 



In the woods, with each season you 
enter, the level of difficulty increases. 
Spring is the easiest, with nothing 
more savage than this little hopping 
toadstool. 
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Anytime you think there may be hidden items, try shooting a star. Aim at a window, walls, trees, barrels 
— anything around. You can tell if something is hidden because your star will make "impact" instead of 
just passing by. A little puff of smoke will appear. It can take six or seven shots before some items appear, 
however, so keep trying. 



In the summer woods, these yellow pigs will sneak up behind you. It's 
easier to jump to avoid them than to try to shoot them. They'll run across 
the screen and drop into a chasm to the right. 



Shoot at the trees to turn up secret items, such as this guardian angel. For 
30 seconds or so, she will follow Mickey and Minnie and make them 
invincible. Move fast when she's near. 



Midway through the autumn scene, 
you'll jump over a large chasm, right 
into the arms of these honeycomb- 
throwing bears. Don't let them touch 
you because they'll sap your strength 
fast. 



During both autumn and winter, you 
should scroll slowly. The bears usu- 
ally come in pairs, but they're a lot 
easier to defeat if you can take them 
on one at a time. 
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As you near the end of a level or scene, try to exit with full strength. You can find cake pieces in the castle 
and fun house, but if you shoot enough enemies and missiles in the woods, you'll earn a diamond that will 
replenish your strength to its maximum. Find the little brown plants that fire missiles. Shoot at the missiles 
until you hit six or seven. Then you'll earn a diamond. 



When you leave the winter woods, you'll come into a garden right out of 
Alice in Wonderland, complete with a caterpillar. This worm's smoke rings 
are dangerous though, so shoot him before he can shoot you. 



It's often difficult to make both Mickey and Minnie jump at the same place. 
To get the key on the other side of this column, you might find it easier to 
split them up and have Mickey go over alone. 



Some of the dangers of the garden are 
chasms which open unexpectedly. 
Keep moving and jump if you see the 
path start to open in front of you. 
Even if only one mouse falls, they 
both die. 



You have to keep moving up in the 
castle, jumping onto levels you can't 
see. Be prepared for the many dan- 
gers that are out of sight. 
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NINJA GAIDEN 



Use your sword to get rid of attackers in front of you, but watch out 
for enemies chasing you from behind. 


THE GAME 

With only a sword and amazing leaping powers. Ninja Gaiden 
must work his way through six levels, fighting against boxers, other 
ninja warriors, guards, wizards, bats, and a host of other enemies. 
There are 20 areas of play, and each is different. 

The enemies of Ninja Gaiden attack in a variety of ways. You 
must guide Ninja Gaiden through each level, learning how to jump, 
fight, and climb your way to the end of the game. The action never 
stops. And a timer in each area means you can't wait around too long. 

The key to the game is learning how to jump, cling to a wall, and 
then jump again. This jumping from wall to platform to wall is what 
it takes to move ahead. You press the left or right controller button, 
and then the A button. The B button moves your sword to destroy 
attackers. And there are plenty of attackers! 

To advance to higher levels, you must learn the patterns of your 
enemies. Then you must jump and fight at the same time. Finally, you 
need to pick up as many extra points and weapons along the way as 
you can. 

Tecmo 


The first area on level 1 gives you a chance to practice your wall 
jumping, without requiring as much climbing as you'll encounter on 
later levels. Try to make it through without losing too much energy. 
You'll need energy to get by the attacker in the second area on level 
1 . 



The secret to Ninja Gaiden is learning 
to cling to walls, and then to jump up 
the walls to get farther along. 



You earn extra weapons and points 
by picking up objects like this on each 
level. 



Wait until the boxer approaches you 
here, then swing the sword low to get 
rid of him. 
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Judging distances is very important above the first level. You'll find holes in the floor; platforms and 
ladders; and smaller platforms you use to get from one level to another. This means you'll have to time your 
jumps perfectly to avoid falling. 



Work your way up this wall by jumping back and forth between the signs 
and the side of the wall. It takes practice. 




At the second area of level 1, you're 
attacked by this large enemy. Jump 
on the wall and wait until he's below 
you. Then jump over and stab repeat- 
edly at his back. 



After finishing Act I, you'll have to do 
much more climbing and jumping to 
get farther into the game. 
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As you go from level to level, it quickly becomes harder to get through each area. Although there are only 
two or three areas on lower levels, the top two levels include four areas each. When you run out of lives, 
the game will return you to the first area of a level. 








There are many small platforms you must use to jump to higher areas or 
to cross wide gaps in the floor. But watch out for bats as you jump. 



Ladders like these take you up to higher screens within each level. Look 
for ladders that disappear off the top of the screen. 



At the top of a ladder, you can't climb 
onto a platform. Jump back onto the 
smaller platform, and then across onto 
the larger one. 



Near the end of this level there's a 
long jump to the ladder at right. If you 
fall short like this, you'll have to start 
the level again. 
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As you play Ninja Gaiden, you will be tempted to bypass some of the special items you should be picking 
up to earn extra weapons and more points. Don't miss them. There are important objects you need to make 
your passage easier. The trick is learning to balance the speed of your forward movement against the need 
to pick up special items. 



As you get closer to the end of this level, more attackers surround you. Be 
ready to jump over some of them and race for the exit. 
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Jump from the pillar to attack the swami at left. But your timing has to be 
just right to get past him. 



This soldier fires bursts of machine 
gun fire. Time your jump between the 
bursts of bullets, and then strike with 
your sword. 



These creatures hover above you. 
Jump up and strike them with your 
sword to receive extra points and 
special weapons. 
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The action in Ninja Gaiden never stops. To get through all six levels, you must learn how to move and fight 
without planning ahead. Although you can learn the patterns, the real key is to be fast with the controller. 



Dive left from this pillar, land on the platform at left, then jump to the 
ladder and climb down. 





This circle of fire destroys all enemies 
you encounter. You'll find it hidden 
on each level. Once you get it, move 
fast. 


You'll find several small pillars like 
this guarded by a soldier. Wait until 
he's walking toward you, then jump 
and swing your sword. 


When you reach these stone pillars, you must jump from the second one 
to destroy the green soldier before landing. 
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WIZARDS & WARRIORS 



Here is the map to the kingdom of Elrond. It appears on screen for 
only a few seconds at the beginning of each game, but you can study 
it here for as long as you like. You begin in the forest at the upper left. 

THE GAME 

Most Nintendo games emphasize arcade-style action, with lots of 
shooting and chasing. Wizards & Warriors has plenty of action, but it 
is patterned after the type of computer game known as a graphics 
adventure. In an adventure-style game, the player must journey 
through a strange world on a quest toward a special goal. The path is 
blocked by many enemies and hazards. To survive, the player must 
be both quick and clever. 

In Wizards & Warriors, you assume the role of Kuros, a brave 
knight. You must journey through the hostile kingdom of Elrond in 
search of the Castle IronSpire. Deep within the castle, the evil wizard 
Malkil has imprisoned a sleeping princess. Your mission is to defeat 
Malkil and rescue the princess. 

Before you can find the castle, however, you must overcome 
numerous enemies and dangers. The evil wizard has commanded the 
creatures of Elrond to stop you. On your way to the castle, you must 
pass through dangerous forests, caves of ice and fire, and under- 
ground passages. 

Acclaim 


Wizards & Warriors is full of hidden weapons, treasures, and 
magic spells for you to discover. Don't be too anxious to advance from 
one level to the next before uncovering all of these secrets. You will 
need every weapon and magic spell you can find to defeat the 
numerous enemy creatures in the kingdom of Elrond. Even after you 
acquire enough gems to bribe the enemy who guards the entrance to 
the next level, be sure to explore every corner of the current level. 
You'll be surprised at what you can find. 



When the game starts, the knight 
Kuros (that's you) appears halfway 
up this hollow tree, next to a door. Do 
not enter the door. Instead, walk to 
the right until you start falling. 



If you fall straight down from the tree 
where you begin the game, you will 
land on or near this blue key. Grab it 
— not many keys in Wizards & Warri- 
ors are this easy to find. Then jump 
through the blue door nearby. 



After jumping through the blue door, 
you'll find yourself inside this hollow 
tree. A purple chest full of gems is at 
the bottom, but you can't unlock it 
yet. You need the purple key. 
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When the game begins, you are armed with the blessed Brightsword, a powerful weapon. With the 
Brights word, you can defend yourself against almost any hostile creature in the kingdom of Elrond. But 
to rescue the sleeping princess from the evil wizard Malkil and win the game, you will need more than your 
Brightsword. The main problem with the Brightsword is that it's a close-range weapon — you must be very 
close to your enemy to use it. Some creatures are too dangerous to fight with the Brightsword alone. That's 
why it's important to find additional weapons. 



To find the purple key, keep climbing upward inside the hollow tree with 
the blue door until you reach another door at the top. When you exit this 
door, you'll find the key outside on a tree limb. 



After grabbing the purple key, walk off the limb and fall straight down. 
Near the bottom of the tree, you'll fall through the blue door. Now you are 
inside the tree again, where you can unlock the purple chest. 



Enter the hollow tree with the gray 
door. At the bottom of the tree, you'll 
find a blue chest. When you unlock it, 
you'll find another treasure of gem- 
stones. You'll need these gems later to 
advance to the next level. 



Climb as far as you can inside the 
hollow tree with the gray door, then 
exit the door. To the left, you'll see a 
chest sitting in a bird's nest. This chest 
contains the Boots of Force, which 
allow you to kick open chests. 


71 







One important weapon you need to locate is the Dagger of Throwing. This is a magic knife that always 
returns to you like a boomerang. The Dagger of Throwing lets you hit enemy creatures before they get too 
close. This is safer than fighting them with the Brightsword. The Dagger of Throwing is easy to find at the 
beginning of the game. It is hidden inside a chest on a tree limb near the upper-right corner of the forest. 
It is directly below the hollow treetop that leads to the next level. 



Jump up the tree limbs until you find this area. The hollow treetop leads 
to the next level, but don't enter it yet. You must bribe the enemy knight 
who guards the entrance with at least 100 gems. 



Jump down to the tree limbs right below the enemy knight. There you will 
find a chest with the Dagger of Throwing, an important weapon. If the 
chest doesn't open, kick it with your Boots of Force (press Select). 



There are a few ways to reach the 
treetops in the forest. One way is to 
drink the purple potion to gain extra 
jumping power. Another way is to 
jump on top of a flying enemy crea- 
ture and bounce upward. 



Once atop the trees, move to the far 
right. There you'll find a chest con- 
taining the Shield of Protection. If 
necessary, kick open the chest with 
the Boots of Force (Select button). 
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On some levels you may discover weapons or magic that won't come in handy until you advance to 
the next level. For example, in one of the chambers within the caves of ice, you will find the Boots of Lava 
Walk. These fireproof boots are obviously useless in the frozen caves of ice. But if you make it to the next 
level — the caves of fire — the boots will be just what you need. They make it possible to ride atop the 
columns of fire that erupt from the lava pits. 



The first time you reach the treetops, you can enter a secret treasure room 
full of gems if you jump straight up from this spot. But don't expect to find 
the secret room more than once. 



When you have at least 100 gems, the enemy knight will not stop you from 
advancing to the next level. To advance, jump into the hollow treetop by 
pressing down on the controller pad. 



After jumping into the hollow tree- 
top, you will find yourself inside a 
bee tree. Don't waste time fighting 
the swarms of bees. Instead, keep 
moving downward, collecting gems 
and other treasures on your way. 



Near the bottom of the bee tree, you 
will find yourself sliding down these 
roots. If you stay near the middle of 
the tree while sliding, you will dis- 
cover a chest containing the Wand of 
Wonder, another worthwhile 
weapon. 
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Here's an important technique to learn — the levitation jump. It allows you to jump higher and get to 
places that would normally be out of reach. To master the levitation jump, you first need the Potion of 
Levitation. Be sure not to leave the caves of ice for the next level until you find this magic potion. It allows 
you to float a short distance off the ground when you press up on the control pad. To make a levitation 
jump, simply hold up on the control pad, then press button A. You can leap much higher this way. 



At the bottom of the bee tree, exit the gray door. To battle the Demon Skull, 
you can use either the Dagger of Throwing or the Wand of Wonder, but 
only the Wand can freeze the Skull's shots. 


HELL DOUR 
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After defeating the Demon Skull, collect the pile of treasure it leaves 
behind and rescue the first damsel, Lucinda. If you reach this point, 
you've successfully completed the first level. 



The second level consists of ice caves. 
Two things to look for on this level are 
the Potion of Levitation and the Boots 
of Lava Walk. These special Boots 
will come in handy if you advance to 
the next level — the caves of fire. 



To advance to the third level, you 
must defeat the bats in this cave. In- 
stead of battling them one by one, 
quickly run to the far end of the cave, 
letting the bats chase you. Then turn 
and fight them all at once. 
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ZELDA II — THE ADVENTURE OF LINK 



Stay on the paths when you don't want to risk losing energy by 
fighting. Enemies will appear, but won't attack. 

THE GAME 

If you are a Nintendo fan, sooner or later you'll probably want to 
get The Legend ofZelda or Zelda II — The Adventure of Link. Link is one 
of the most popular Nintendo characters ever created, and the land of 
Hyrule is a huge, dangerous, fascinating world for you to explore. 

To win in Zelda II, you must guide Link across the land of Hyrule 
so he can visit six different temples and place gems in statues at the 
end of each temple maze. This will unite the Triforce of Courage, 
Power, and Wisdom, thus awakening the sleeping Zelda. 

You must do several things well in Zelda II, to have a chance at 
winning. First, you must be able to coordinate Link's fast-action 
fighting abilities. Second, you must learn to map your way through 
a series of complex and deadly mazes. And finally, you must uncover 
a great many hidden objects and powers. 

Link builds up points as he destroys enemies and finds certain 
objects. It's very important not to try fighting your way through 
certain temples until you've found certain objects or powers, such as 
candles, keys, jumping ability, and special fighting techniques. 

Nintendo 


You'll get further in Zelda II faster if you make a few notes during the 
game. Write down where you have visited, and draw a rough map 
that shows the locations of Bowl of Hearts, fairies, and other helpful 
items and creatures. If you don't, it's easy to get confused and 
frustrated. 
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Build up as many points as possible 
by fighting attackers in the early stages 
of the game to get better weapons and 
magic. 



Visit the town of Rauru early in the 
game for information about your 
quest. You will also receive a special 
gift. 



This character is Error. After you clear 
the town of Mido, Error gives you 
important information. 
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When you get to the town of Mido, go to the church. While there, you can get the power to stab downward 
with Link's sword. You'll need that ability to face stronger enemies later. 



Townspeople can offer valuable information. Talk to them, and you'll 
soon learn which ones can help you. 
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The wise man in the town of Rauru will give Link shield power. You need 
it to fight through the first temple. 



Later in the game, find the hammer in 
a cave near Death Mountain. It can 
make the game much easier. 


■ 



Try to pick up the Bowl of Hearts to 
increase Link's life power. This one is 
in the yellow area along the seacoast, 
south of the first temple. 
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You really need to explore the land of Hyrule in order to win Zelda II, so take your time and get to know 
your way around. When you start, try heading east and northeast to visit Rauru and the first temple. If you 
visit those areas first, you'll get farther faster. 



Each temple has a statue out front. Most of them will reward you with 
something if you stab at them. 



In the first temple, go left off the elevator to get the first key. 



The fairies will restore Link's life 
power. This one is at the far right, on 
the same level as the first key in the 
first temple. 



You must clear all levels of each temple 
to find everything you need for Link's 
quest. 
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At the Death Mountain maze, keep heading to the right; never go left. And when you are in the King's 
Grave area, look for a cave that will lead you to the island. 



As you get more points, you can choose to increase your powers. But 
sometimes it's better to use Cancel and save points for higher powers. 



Be sure to find the candle in the first temple. You'll need it to go through 
caves in the south later on. 



When fighting the horse-headed 
Mazura at the end of the first temple, 
jump, then stab at its head. 



You must set a gem in the statues that 
you'll find at the end of each temple. 
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Near Ruto, try to find a trophy in an underground passage. When you find it, pick it up. Once you get to 
the town of Ruto, someone will reward you with an important power. 



In the town of Ruto, to the west of the first temple, you will receive magic 
jumping ability from a wise man. 



Look for an additional Link in the swamp near the second temple. 



You must find Bagu in the woods 
near Saria so the townspeople will 
help you cross the water. 



In the second temple, go to the bot- 
tom level first, and concentrate on 
getting all of the keys. 
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BLASTER MASTER 



Jumping and shooting at the same time are very important in Blaster 
Master. In this first section, practice moving and build points by repeatedly 
destroying enemies. 


When you find an area where you can move around without losing 
points, go back into that area several times to build up points and 
firepower. The stronger your weapons become, the faster you will 
be able to get through different stages of the game. 



The mutant boss at the end of each 
stage must be destroyed. Although 
the method you use will change with 
each boss, in general you should aim 
for its head. 


Jumping from square to square here 
is the only way to climb. Watch out 
for small land mines on some plat- 
forms. Land near the edge on these 
areas. 


THE GAME 


Jason and his Blaster Master 
armored vehicle are in a fight to the 
finish against radioactive alien mu- 
tants below the Earth's surface. Your 
job is to guide Jason through seven 
different areas, destroying the mu- 
tants, increasing your firepower, and 
killing the mutant bosses on all the 
levels. If you make it all the way 
through, you can escape from this 
radioactive nightmare. 

Getting used to moving and 
jumping with the armored car is the 
hardest part of the game at the begin- 
ning. Once you become comfortable 
with the way the car moves, you'll 
get farther. Jason also moves outside 
the car. You release him by pressing 
the Select button. In many areas, he 
can explore, swim, and fight better 
on his own than he can inside the car. 

At first, the car's cannon and 
Jason's gun are relatively weak. But 
as you move through the game, you'll 
pick up more power the longer you 
stay alive. Always try to find power 
pills to keep Jason's energy level high. 
The most deadly places are the radio- 
active areas, which can destroy Jason 
and the car within seconds. Also, there 
are enemies which will attack and 
destroy Jason if you're not prepared. 
When you enter a new area, be pre- 
pared to back out immediately if you 
need a moment to figure out how to 
fight back. 

Sunsoft 
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Once you get used to sliding around in 
the ice caves, you won't find this area so 
hard. But try to avoid staying on ice too 
long. 


When you reach underwater screens, let 
Jason swim outside the car. He's faster 
and is able to get things done much more 
easily here. 




if*,* ♦ 




Look for doorways of two basic sizes. 
Small ones admit only Jason. Large ones 
admit both Jason and the car. 
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COBRA COMMAND 



You must be able to pick up prisoners and fire at attacking helicopters at 
the same time. This takes practice at first. 


As you move through the game, fire at different buildings and walls. 
If the screen begins to shake, you know that repeated missile attacks 
will blast open the wall or building. Remember that you must free a 
certain number of prisoners to advance further in the game. 


! 

■ 

; 

| 

h 



is 

;.n:Tnw 

nrairaBMB 

irraairaiM 

[nmKm 





The status screen shows the variety 
of weapons and equipment you have. 
Your powers increase as you free 
more prisoners and move further into 
the game. 



Blow open this underground fortress 
by firing missiles at the top of the 
building. After several hits, it opens 
and you can descend. 


THE GAME 


You're in the cockpit of a fast- 
moving Cobra attack helicopter as 
you sweep through enemy territory 
looking for prisoners to free. To find 
the hidden enemy bases where many 
of the prisoners are kept, you'll have 
to blast your way through walls and 
buildings. You'll also have to defend 
yourself against a constantly attack- 
ing horde of enemy tanks, rockets, 
helicopters, armored trucks, and 
bazooka-firing soldiers. 

Although your Cobra copter is 
not very powerful when you start the 
game, you pick up extra weapons 
and more armor as you go forward. 
When you press the Select button, 
the status screen shows your guns, 
missiles, armor, engine, and rescue 
equipment. You can also check this 
screen to see your score, the number 
of hostages rescued, and messages 
sent. 

There are six stages to Cobra Com- 
mand, and each one has different 
challenges. The number of hostages 
on each level ranges from 32 to 38. As 
you move through the game, be sure 
to keep looking for bases where you 
can get fuel as well as extra weapons 
and hostages. 

In later stages of the game, you 
will have a much easier time if your 
armor and engine are in the Super or 
Hyper range and your missiles and 
guns are also advanced. And, early 
in the game, you should learn how to 
vary the direction of your shots by 
pressing the controller pad left and 
right for upward and downward 
shots. 

Data East 
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When missile-firing trucks approach, fly 
low to the ground and release your 
missiles just above the surface. 


You must dodge between these missiles 
as they launch themselves in patterns in 
front of your Cobra helicopter. Y ou have 
to move carefully here. 


Within this underground enemy depot 
you can free many hostages, but first 
you have to knock out the enemy can- 
nons and tanks. 
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DEFENDER I! 
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Listen for the "yelping" sound that means a Resident is being carried away 
by a Mutant (green alien). Then fly forward to find the guilty Mutant and 
blast it with your laser. Be careful not to hit the friendly Resident. 


When the game starts, your spaceship is pointed toward the 
right side of the screen, so you naturally fly from left to right. But to 
become a good player, you must also master the technique of 
reversing your direction and flying from right to left. This allows you 
to go back and destroy any aliens that may have eluded you. If you 
watch the radar at the top of the screen, you can clearly see where all 
of the aliens are (the horizontal brackets indicate the area of the 
visible screen). 



After you destroy a Mutant that was 
kidnapping a Resident, the helpless 
Resident begins falling to the ground. 
To save the Resident, catch him with 
your spaceship. If you do, it's worth 
1,000 or more bonus points. 



If a Mutant successfully kidnaps a 
Resident, it turns into a vicious spin- 
ning creature that chases you. To kill 
it, move to the top of the screen and 
fire your laser as it approaches. 


THE GAME 


Old timers who haunt the video 
arcades will fondly remember De- 
fender, one of the all-time classic shoot- 
em-up games. Defender II is an up- 
dated version for Nintendo that pre- 
serves the excitement and strategy of 
the original. 

Defender II is a little different from 
most shoot-em-up games. Although 
it's a very fast-moving game that 
requires you to blast hordes of hostile 
aliens with your spaceship, you also 
have something to defend — a popu- 
lation of Residents on the planet 
surface. The aliens try to kidnap the 
Residents, carry them away, and 
transform them into enemies. Your 
task is to protect the Residents from 
being kidnapped, or failing that, to 
rescue Residents who are being car- 
ried away. This calls for very careful 
shooting, because you don't want to 
accidentally destroy any friendly 
Residents. 

Your main weapon is your space- 
ship's laser. You have an unlimited 
amount of laser power. To aim the 
laser — and to avoid the attacking 
aliens — you can maneuver your 
spaceship up or down, left or right, at 
any speed you choose. 

An even more powerful weapon 
is your supply of smart bombs. When 
you detonate a smart bomb, every 
alien on the screen is instantly blown 
up. You only have a limited supply of 
bombs, but you can earn additional 
bombs (and spaceships) each time 
you score 20,000 points. 


Hal America 





If you take too long to clear a wave, the 
saucer-shaped Baiters make an appear- 
ance. They are very fast and like to sneak 
up on you from behind. If you miss the 
Baiter with your laser, you'll probably 
have to use a smart bomb to get rid of it. 


When surrounded by lots of enemies, 
you can either use a smart bomb (if you 
have any left) or escape by flying through 
the warp gate. The warp gate transports 
your spaceship to another part of the 
planet where the skies may not be so 
crowded with aliens. 


If you survive long enough to make it to 
wave 4, the landscape changes. The 
mountains disappear and the terrain 
becomes very flat. The Mutants tend to 
stay close to the ground on this level, so 
you'll have to fly very low to defend the 
Residents. 
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DOUBLE DRAGON 



Climb the ladder before these gang members come out of the door. When 
they climb up, kick them before they get off the ladder. 


Your punching and kicking abilities grow stronger as you advance 
through the game. Flying kicks become very important, but you'll 
run into enemies who know how to dodge them. So, don't depend 
too heavily on one punch or kick. You need to develop effective 
combinations. 



Practice in Mode B against the com- 
puter opponent or another player. 
This will help a great deal when you 
play the regular game. 



Knock this big gang member off the 
conveyor belt as soon as he comes at 
you. It takes practice, but you'll soon 
get the hang of it. 


THE GAME 


One of the most popular games 
in the arcades. Double Dragon is a fast- 
paced karate fighting contest that pits 
Billy against the meanest bunch of 
punks, thugs, and assorted gang 
members you can imagine. They've 
kidnapped Billy's girlfriend, and now 
Billy must fight his way to her rescue. 
To make matters worse, the evil 
Shadow Boss at the end of the game 
turns out to be his brother, Jimmy, 
who is also a master of the martial 
arts. 

The secret to Double Dragon is 
learning how to pick the right combi- 
nation of punches and kicks for each 
type of enemy Billy meets. Sometimes, 
you'll also need to figure out how to 
knock off a very powerful enemy by 
using a trick or two. Look for ladders 
to climb, walls to scale, barrels to 
throw, and other weapons and items. 

When you start a new level, prac- 
tice a few kicks and punches to see 
what new techniques you've picked 
up. You gain power as you get fur- 
ther into the game. But sometimes 
you won't be aware of any change 
unless you experiment. 

Almost every weapon used by 
Billy's enemies can be turned against 
them in one way or another. Try to 
disarm an enemy right away, then 
pick up the weapon and use it your- 
self. 

TradeWest 
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Don't fight this gang member at the top 
of Mission 2. Climb back down two 
ladders, and he will disappear. 


Knife throwers are fairly easy to avoid. 
Wait until the knife is released, then 
quickly move up or down on the screen. 
The knife will miss you. 



The Shadow Boss is really Billy' s brother. 
This is the toughest fight in the game. 
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GAUNTLET 



Pick up all the keys and treasure you can in the first room. The exit is in the 
upper left, but you can explore all the chambers first without being threat- 
ened by too many enemies. 


You earn passwords for each area you complete successfully. You 
can start halfway through and still have powers, bombs, and keys 
with these passwords: Thor: BC3-SY9-ISS. The first two letters of the 
combination are R and X; Thyra: NRF-TTU-NR7 with symbols C and 
3; Merlin: UTL-D5T-LGT with letters G and W; and Quester: 77F-TA1- 
NL5 with letters W and I. 



In the first treasure rooms, the exits 
will be in one of the four comers. 
Later, however, the rooms get more 
complicated, and it may take two or 
three tries to solve them. 



T o your left behind the hedge in room 
37 there are pads that will open up 
the bushes in front of the bomb on 
your right. Then go up, pick up the 
bomb, and shoot behind it to reveal 
the exit. 


THE GAME 


Morak, a horrible demon, has 
stolen the treasures of the land of 
Rendar, including the Sacred Orb, 
which he has hidden in a room locked 
by a combination. In Gauntlet, a role- 
playing fantasy, you can choose to be 
one of four adventurers whose quest 
is to return the orb to Rendar. 

Thor is a mighty warrior; Thyra, 
a Valkyrie; Merlin a magician; and 
Quester a speedy elf. Each character 
has individual strengths and weak- 
nesses, and your success in finding 
the orb depends on how well you 
manage your character. Thor, for 
example, has great stamina but is 
very slow. On the other hand, Quester 
is very fast but can't stand up to 
enemy fire. 

There are dozens of mazes to be 
solved before you reach the room 
which holds the orb. Each room is 
filled with ghosts, demons, and evil 
magicians. There are perils such as 
acid puddles, locked walls, deadly 
potions, and stun floors. But you 
might also find the treasures of Ren- 
dar, or transporters, food, and keys. 

Your gauntlet won't end until 
you complete all of the five worlds. 
And unless you can solve the "?" 
room mazes, you'll never collect the 
pieces of the combination that will 
unlock the Sacred Orb. In that case, 
Morak will be the victor. 

Tengen 
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Stepping on any of the patches in the 
beginning of room 45 will open the wall 
on the right, letting in four black de- 
mons. It's possible to get through with- 
out stepping on any of the pads, and it's 
definitely worth it. 


Room 65 has invisible diagonal walls. 
Watch the movements of the ghosts to 
find the paths. Grab both of these bowls 
of food before you go into the exit, and 
you should leave with almost full en- 
ergy. 


You'll find treasure, potions, and pow- 
ers in locked chests, but sometimes you'll 
also be surprised by demons. This chest 
is an exit, but since others are in view, it's 
a waste of a key unless the other exits are 
false. 
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GOLGO-13 — TOP SECRET EPISODE 



When you've read all the information in an animated text-window, push 
the A button to advance to the next part of the conversation. 


In the first airborne episode — when Golgo-13 takes a helicopter 
to eliminate a KGB sniper — you'll be attacked by a deadly revolving 
object called Rolling Thunder. It is (just barely) possible to avoid it, 
but a much easier and less risky strategy is to place your chopper low 
on the screen and fire at the central object even as the surrounding 
fireballs strike you. You'll lose nearly all your life-points, but when 
the object blows up you'll get them all back. Just be sure you have at 
least 25 rounds of ammo before trying this. 



You have to use your jump-kick to 
destroy your first enemy. After that, 
you get extra ammo and life-points 
for every opponent you beat. 


Some of your best clues will be found 
in subway stations. Be sure to visit all 
of them you pass, or you may miss 
something vital. 


THE GAME 

A helicopter carrying a secret 
chemical-warfare vaccine is blown 
out of the sky over N ew Y ork, and the 
drug is stolen. The CIA thinks secret 
agent Golgo-13 is responsible. An- 
other secret organization called 
FIXER, believing the crime to be the 
work of the evil DREK empire, hires 
Golgo-13 to find the real culprits and 
to recover the vaccine. 

Part role-playing adventure 
game, part arcade shoot-em-up, 
Golgo-13 represents a new and fresh 
approach to Nintendo gaming. As 
Golgo-13, you must travel the globe 
in search of clues, informers, and 
assassins, all the while dodging bul- 
lets from the KGB, the CIA, and the 
real villains, all of whom are out to 
stop you. 

The basic action unfolds on hori- 
zontal screens of European cities, with 
frequent side-trips into the air, the 
sea, and some dangerous under- 
ground mazes. When the action re- 
ally gets intense, the viewpoint 
switches to Golgo-13, as seen through 
the sights of his customized M-16. In 
this action-packed "pan-zoom" 
mode, you'll have to knock off KGB 
sharpshooters, helicopters. Harrier 
jets, and guided missiles... to name 
just a few. 

All the time you're battling your 
opponents, you must gather clues. 
Y ou'll visit subway stations, airports, 
hotels, office buildings, and tourist 
attractions, and have interesting (and 
nicely animated) conversations with 
colorful, sinister, and sometimes 
beautiful strangers. Complete with a 
"007" type soundtrack, Golgo-13 is 
the first Nintendo game to simulate a 
James Bond style adventure. As such 
it offers an exciting blend of strategy 
and fast-paced action. If you've had 
your fill of itty-bitty ninjas, give this 
one a try. 

Vic Tokai 
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When the screen switches to the pan- 
zoom view, hit these missiles quickly (or 
shoot down the planes that fired them). 
Otherwise you'll be wiped out. 


You'll be attacked without warning by a 
variety of assassins. Motorcycle Willy 
tries to run you down recklessly. Shoot 
him in mid-air if you can, or use your 
jump kick. 


Some of your toughest targets are air- 
borne. Don't try to shoot down these 
bombers — just study the pattern of 
their floating mines and steer between 
them. 
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THE GUARDIAN LEGEND 



On the first level, fire and move as fast as possible. You need to maintain 
high energy to get past the entrance to Naju. 


One of the toughest areas of Guardian Legend is seen early in the game 
at the end of the first vertical-scrolling flight path. Don't try to 
concentrate on knocking out all of the guns one at a time. Just keep 
firing as fast as possible, hitting the missiles coming at you. The 
longer you can avoid being hit, the better your chance of destroying 
all the guns by rapid firing. 



In this action phase of the game, large 
fish with sharp teeth attack as you fly 
toward the top of the screen. It takes 
several shots to get each one. 



Keep shooting through to the red 
square in the middle and avoid the 
alien red spiders. 


THE GAME 


The Guardian Legend is both a fast 
arcade-action game and an adven- 
ture maze game. You'll have to be 
good at both styles of play to get very 
far in this Nintendo game. 

The planet Naju is hurtling on a 
collision course with Earth. Your 
mission is to reach Naju and find the 
10 self-destruct buttons to blow up 
the planet before its evil inhabitants 
can spread across Earth. 

Just getting to the maze area of 
the game is no picnic. You have to fly 
your space fighter through a vertical- 
scrolling nightmare full of rocks, 
enemy fighters, and missile-firing 
anti-aircraft emplacements. But once 
you've fought your way through, 
you'll find yourself within Naju it- 
self. You wander through room after 
room full of enemies, searching for 
ways to reach the self-destruct equip- 
ment so you can eliminate the planet. 

The key to winning is to take 
your time looking around once you're 
inside the maze. You'll find many 
surprises, and some of the strangest- 
looking enemies you've ever seen. 
You'll also encounter other vertical- 
scrolling arcade-style screens you 
must fly through. The longer you 
stay alive, the more weapons and 
special items you'll uncover. With 
more powerful weapons, you'll find 
it easier to sweep through rooms and 
work your way through the maze. 

Broderbund 
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This maze map helps you spot your 
location and shows the weapons you 
have at different stages in the game. 


When hearts appear on the screen, you 
must get them to help prolong your life. 
Don't try to get by without them. 
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This sound-wave power is a very effec- 
tive weapon. It can sweep away enemies 
in wide arcs. 
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IRON TANK 



Rescue prisoners whenever you find them. They can give you extra power 
and information. But don't believe everything the prisoners say. 


THE GAME 


Don't always try to fight your way through every enemy tank. 
Sometimes, when you're attacked, it's better to get to another screen 
before you're damaged too heavily. You can outrun many enemy 
units. 


The Normandy coast is crawling 
with enemy tanks, soldiers, and 
planes in this battle game set in World 
War II. To win, you must push your 
armored Iron Tank along the twisted 
roads and heavily defended woods, 
fighting to defeat the enemy. 

Y ou' ve got a map that shows you 
several ways to reach enemy head- 
quarters and secure the area for the 
Allies. But each new route seems more 
deadly than the last! There are land 
mines that cut you off, tanks that 
appear to come out of nowhere, and 
endless streams of enemy soldiers 
that seem as numerous as ants at a 
picnic. 

Iron Tank is a game that rewards 
strategy as well as fighting ability. If 
you run blindly into the arms of the 
enemy, your tank will be crushed in 
short order. Wait too long to go after 
the enemy, and your tank can be 
destroyed by a hundred small hits 
that slowly sap energy and weapons. 

Fortunately, picking up weap- 
ons and energy is fairly easy — at 
least early in the game. But you'll 
need to learn how to conserve armor- 
piercing capabilities, long-range 
shooting, explosive power, and other 
special weapons. That way, you'll 
have them ready when you run into 
a real problem. 


SNK 


When you cross a bridge, you'll be 
attacked by tanks, soldiers, and occa- 
sionally a plane. Try to get across 
bridges as quickly as you can. 


The status screen shows a map of the 
different routes to enemy headquar- 
ters, as well as information about the 
weapons you've picked up. 
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There's a lot of action at the power sta- 
tion. Take your time here to clear the 
area and pick up more weapons and 
power. 


Messages are important when they offer 
information about nearby enemies. So, 
check in fairly often. 


* 


Islands are very difficult to get through 
because you can encounter tanks, mines, 
and boats. You'll have to develop a pat- 
tern to get through quickly. 
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JOUST 



Whenever possible, try to pick up more than one egg at a swoop. This 
lessens the chance that eggs will hatch. 


Just before a new wave begins, position your ostrich above one of the 
platforms where enemy riders are likely to appear. As soon as one 
does, drop down on it before it can fly. You can pick up easy points 
this way, and clear the screen faster. 



Landing on the heads of opponents is 
what Joust is all about. Always try to 
bounce on more than one enemy 
buzzard at a time. 


The dreaded pterodactyl will fly 
swiftly across the screen if you take 
too long to clear a wave of enemies. 
You can destroy the pterodactyl if 
you land just right — but it's very 
hard. 


THE GAME 


As your brave knight sits atop 
his flying ostrich, only you can deter- 
mine whether he'll bop his enemies 
off the screen or simply become 
buzzard bait. This is Joust, a crazy, 
futuristic jousting tournament in 
which you guide your knight and 
ostrich against hordes of enemy-car- 
rying buzzards. 

By pressing the A and B buttons, 
you keep your knight and ostrich 
airborne as you move from platform 
to platform, battling never-ending 
waves of enemies. But watch out for 
the delayed reactions as you make 
your ostrich's wings flap. Try to fig- 
ure out the unusual gravity that 
makes you skid and bounce out of 
control. 

If you move too slowly, a buz- 
zard lands on your knight's head. If 
you stand on a platform when the 
buzzards are arriving, you may see 
your knight disappear. If you get too 
close to the molten lava, you'll sink 
into the red sea. And those are just 
some of the dangers in Joustl As you 
knock off buzzards, eggs will appear. 
You must swoop down on them 
quickly before they hatch more buz- 
zard-bound enemy riders. And wait 
until you get to the egg wave! You'll 
really clean house. 

This arcade classic has always 
been fun, and the Nintendo version 
carries on the tradition. 

Hal America 
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The egg wave is your chance to clean up! 
Fly as fast as possible, landing on every 
level to clear the eggs before they hatch. 


When riders hatch from eggs, you can 
still get them easily if you hit them be- 
fore buzzards fly in to pick them up. 


When the lava pits open up, you and 
your enemies can be pulled into the 
molten mess by these red hands. Flap 
your wings as hard as possible to break 
free. 
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KUNG FU HEROES 



There's a one-up symbol in the first room, hidden in the bottom rock on the 
right side of the screen. There's also a secret tunnel to the right of the exit, 
under the rock closest to the door. 


Each room sticks to a pattern no matter how many times you go 
in. Therefore, you'll always find the secret tunnels under the same 
blocks. Some of the blocks will also skitter across the screen when you 
punch them. You should remember where these are and flatten an 
enemy with the block by punching it at the right time. You'll earn big 
points and also kill the enemy without getting too close. 
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Inside the secret rooms, you can eas- 
ily avoid the line of deadly bullets to 
punch the brown balloons and en- 
ergy packs. You earn an extra life for 
every five energy packs you destroy, 
and bonus points for the balloons. 


This big walking walrus is danger- 
ous! He (and the fireballs he spits) 
can be avoided for the few seconds 
he's on screen, but you'll earn 3000 
points each time you hit him. 


THE GAME 


Lovely Princess Min-Min has 
been kidnapped and taken to a secret 
room in the heart of a maze. As Jackie 
(or Lee, if you play with a friend), 
your goal is to rescue her. There are 
dozens of henchmen standing in your 
way, so it's a good thing you're a 
martial arts expert. 

Before you find Min-Min, you're 
going to have to punch out karate 
champs, flip over acrobatic assassins, 
avoid foes carrying spears and cross- 
bows, and defeat creatures the likes 
of which you've never seen before. 

You'll have to use cunning as 
well as kicking if you want to reach 
the room where Min-Min is kept. 
Each maze contains blocks that hide 
all kinds of things. When you punch 
them, you can find money, increased 
power, energy packs, or extra lives. 
There are also keys to open under- 
ground bonus rooms. If you enter a 
secret room, you'll have 30 seconds 
to hit brown balloons for bonus points 
or energy balloons that can give you 
extra lives. 

The closer you get to room 32, the 
heart of the maze, the worse the kung 
fu terrors. Blocks open up to swallow 
you, your enemies are better armed, 
and you'll have to fight strange foes 
with deadly teeth and talons to prove 
you're a kung fu hero. 

Culture Brain 
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The henchmen in purple jump over you 
to attack from the rear, while the other 
enemies shoot at you with rifles. The 
best way to defeat these and other foes is 
to kick or punch them from the back. 


Remember where the tunnels are in the 
different rooms, but be sure to stay on 
the paths while you're in rooms with 
water. You may be a martial arts expert, 
but you can't swim at all. 


Don't get caught in these boxes, which 
catch you if you get too close. Sometimes 
you can punch your way out of them, 
but often you can't get out of them 
quickly if something deadly is coming. 
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LEGACY OF THE WIZARD 



The picture of Princess Celina contains a valuable hint, but you must 
obtain the four crowns, and return to this early level, before you can unlock 
it. 


Legacy of the Wizard is not primarily a monster-zapping game, al- 
though you do need to do a lot of that. The key is to explore the vast 
underground dungeon and discover its secrets. Mapping is essential, 
for some of the mazes are very difficult. Try to use each family 
member in a section where his or her special abilities will do the most 
good. The daughter, Lyll, for instance, can jump amazing distances 
— a talent that will come in very handy in several parts of the 
dungeon, but one that will be mostly wasted in other sections. There 
are five major sections to the dungeon-maze, each with its own char- 
acteristics. Each section has its own distinct theme music, so you can 
get a general idea where you are. When you have entered a different 
section of the dungeon, it may be time to change tactics or characters. 



A lot of dungeon blocks are not as 
solid as they look, but only a strong 
character, such as Xemn, the father, 
can push some of them aside. 



Jumping sideways and down simul- 
taneously takes some practice, but it 
is the only way through this part of 
the dungeon. 


THE GAME 


Long, long ago, a woodcutter and 
his family lived peacefully in the for- 
est. Grandmother used to tell the chil- 
dren stories about their grandfather, 
a powerful wizard whose picture 
hung on the wall. Years before, an 
evil dragon had terrified the land, 
but the wizard had captured the 
dragon and imprisoned it deep un- 
derground. 

Then one day the family pet, 
Poochi, came in with a shiny dragon's 
scale in his mouth. The dragon was 
waking up! Mother and Father pre- 
pared to go down into the dungeon 
and destroy the monster, using the 
magic sword DragonSlayer. The two 
kids wanted to help. So did Poochi. 

To slay the dragon, you'll need to 
use the whole family, including 
Poochi. Each member of the wood- 
cutter's family has different abilities 
which make him or her suitable for 
use in certain levels of the vast under- 
ground dungeon, where the dragon 
is guarded by four crowns, four huge 
monsters, and thousands of smaller 
beasts and phantoms. You'll acquire 
magic items and weapons as you 
make progress, and you can return to 
the cottage as often as you like to 
trade characters. While you're at the 
house, you can save your progress in 
the game by getting a magic pass- 
word from Grandma. Legacy of the 
Wizard is one of the most elaborate 
role-playing fantasy games ever to 
appear in the NES format. 

Broderbund 
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Don't land on these stalagmites — they 
will eat up your life points. Head imme- 
diately for the side walls. Some of those 
stones are not as solid as they look. 


Being a monster himself, Poochi is not 
bothered by other monsters and can 
travel great distances without being 
stopped. Use him for early exploration 
and mapping. But remember that he 
doesn't jump very well. 


You must earn the right to carry inven- 
tory items, but each one is useful at some 
point along the journey. Be sure to match 
the best item with the best character to 
use it. 
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LEGENDARY WINGS 




THE GAME 


Early in the game, you will encoun- 
ter this monster head. Don't let its 
breath touch you, or you'll be sucked 
into a dangerous "minus stage." Wait 
until the head is near the bottom of 
the screen, then move quickly by. 


If the monster's breath does touch 
you, here is what the first minus stage 
looks like. First you'll be attacked by 
the insect-like Fly Bees. Next come 
the Plucks, and then the Crooke, an 
almost indestructible snake creature. 


To defeat the flying Gears on the first screen, move to the far right and fire 
as fast as you can. Your shots will destroy the Gears as soon as they appear. 
Quickly repeat this tactic on the far left, then again on the far right. 


In this fast-moving game, you 
are a Legendary Soldier armed with 
a laser gun and missiles. Ares, the 
God of War, has given you courage 
and a pair of wings to help you save 
the world. You have to fight your 
way past many strange creatures to 
win the final battle. 

Legendary Wings requires great 
skill to master, because you must 
find ways of defeating or eluding 32 
different kinds of alien monsters. Each 
type of monster has different moves, 
strengths, and weaknesses. Also, the 
monsters tend to stick together in 
small "tribes," so defeating just one 
or two of them isn't good enough. 

As you defeat or evade each tribe 
of monsters, the screen scrolls down- 
ward and you advance to new, more 
difficult levels. Occasionally, you will 
find yourself on a screen that scrolls 
horizontally from right to left. If it's a 
"bonus stage," you can collect thou- 
sands of extra points, extra lives, more 
power for your weapons, and other 
bonuses with little risk to yourself. 
But if it's a "minus stage," you'll find 
yourself attacked by waves of very 
odd, dangerous monsters. The 
chances of surviving a minus stage 
are slim. 

Legendary Wings is fast-paced. 
When you lose a life, the game does 
not pause or wait for you to get ready. 
The action is non-stop. 

Capcom 


Normally, Legendary Wings makes you start the whole game over 
from the beginning when you lose all of your lives. Needless to say, 
it can take quite a while to fight your way back to the point where you 
were eliminated. But by collecting hearts on the bonus stages, you 
can continue a game where you left off — once for each heart, up to 
nine times. There's a catch, however: First you must defeat the large 
spaceship found beyond the bonus stage. Otherwise, the hearts 
won't do you any good. 
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MAG MAX 



MagMax as a whole robot has tremendous firing power. You should try to 
clear the area around any spare parts you need, but remember that the 
head (especially with the wave beam gun) is more powerful than the legs. 


Some of your enemies — especially those underground — will 
attack in distinct patterns. You can avoid or destroy them if you 
recognize their paths. On the other hand, some of the obstacles above 
ground are motionless and don't fire any weapons. You can either 
avoid them or destroy them for their point value. 



Not as many objects come at you 
when you're above ground (com- 
pared to the number that come at you 
below ground). But the above ground 
enemies' movements don't follow 
definite patterns, so they can some- 
times prove deadlier. 


As you reach the area with spouting 
lava, stick to the top of the screen if 
you can. You can shoot down some 
of the stalactites, and if you hit a ship 
with the falling piece, you'll earn a 
bonus. 


THE GAME 


Thousands of years in the future, 
an alien race has visited Earth to share 
its advanced technology. Before they 
leave, they build a huge mechanical 
dragon-like computer to continue to 
aid the people of Earth. 

But the computer, called Baby- 
lon, begins to malfunction and starts 
killing people instead of helping 
them. Not to be outdone, the humans 
construct a robot man, MagMax, to 
destroy Babylon. Built in four pieces 
— torso, head, legs, and wave beam 
gun — MagMax is a formidable 
opponent. 

But Babylon has sent 30 different 
aliens and airships to attack Mag- 
Max. The robot will have to dispense 
with revolvers, missile fortresses, 
flying boats, and underground vol- 
canoes before he even reaches Baby- 
lon. His battles take place in four 
different stages: forest, desert, sea, 
and automated city. MagMax can 
travel horizontally or transport be- 
tween overground and underground 
areas using a gray "warp hall." Earth- 
lings have scattered extra body parts 
for MagMax throughout, in case any 
part is destroyed. He'll certainly need 
all the help he can get if he expects to 
destroy the three fire-breathing heads 
of Babylon. 

FCI 
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36500 



On the desert, you need to destroy these 
flying tops as soon as you see them — 
before they spray the area with three 
flaming missiles. You should also search 
for a multi-headed gun that shoots six 
black bullets. 


These winged mobile armor ships, called 
Speeders, fly in a fairly straight line. 
Move right into the middle of them, 
shooting ahead the whole time, and you 
shouldn't get hit by their bullets. 


All three of Babylon's heads will fire at 
you as you approach. The fewer robot 
parts you have at the beginning of the 
battle, the harder you'll find it to defeat 
the mechanical computer. 
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At the start of each mission, you can add three power points to your 
offensive or defensive strength. Find the best mix of your abilities. 


The defensive special weapons (lightning bolts, tidal waves, etc.) 
clear the screen of all enemy planes for a few seconds. Once the 
aircraft are no longer shooting at you, it becomes much easier to 
dodge the anti-aircraft fire from the ships, and also to knock out their 
gun positions. When you know a screen is coming up that contains 
a lot of enemy warships, try to reach that screen with as many special 
weapons as you can get. It may even be worth your time go back to 
a previous screen — one where you might have missed a bonus 
"POW" — and see if you can't earn enough points to give yourself 
some extra defensive firepower. 


These circular "POW" weapons pro- 
tect you from enemy fire and shoot 
down planes in three directions at 
close range. 



Push the A button to release light- 
ning bolts. You only have a few of 
these so save them for large forma- 
tions. 


THE GAME 

The enemy's surface ships throw 
up a cloud of flak you could walk on. 
The skies fill with Zeros. Y our back is 
to the wall: a sneak attack by the 
enemy's fleet inflicted a Pearl Har- 
bor on you. All you have left is a 
single aircraft carrier and one top- 
secret P-38 loaded with special weap- 
ons. The odds against you are over- 
whelming. 

You begin your mission with 
three power-up options that add to 
your offensive, defensive, or special- 
weapons strength. As you blast your 
way through swarms of enemy fight- 
ers, you have to shoot through to 
bonus "Pows" if you want to keep 
flying. Some give you extra fuel, some 
shield you from enemy bullets, and 
some increase your firepower by 
anything from three to eight times 
normal. 

And sometimes the enemy 
planes are so thick that there's no 
maneuvering room left. When that 
happens, hit your A button to un- 
leash the defensive power of light- 
ning bolts, cyclones, or tidal waves. 
If you get through the enemy's fighter 
cover, you still have to knock out his 
surface ships, which throw up a 
curtain of tracers in your path. You 
need to destroy all deck guns on a 
ship before you can advance to the 
next screen, and that takes good 
marksmanship, fast evasive action, 
and all the special defensive weap- 
ons you can carry. 

After winning a certain number 
of points and bonuses, you'll get to 
add another power-up factor to one 
category of your plane's weapons or 
energy. And you'll need everything 
you've got, because you haven't even 
gotten to the enemy's battleships yet! 
1943 is an air-sea battle game that 
packs plenty of action, delivered with 
spectacular graphics. 
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Big ships are hard to knock out. Start 
firing the instant they appear on the 
screen and be prepared to take wild, 
evasive action. 


The defensive lighting bolt causes the 
ship's guns to stop firing for a second or 
two. That extra time can mean the dif- 
ference between success and failure. 



This special "POW" gives you maximum 
energy recovery. You must shoot down 
an entire flight of red planes to get it. 
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NINJA TARO 



Ninja Taro can jump and cling to a wall. You can make him climb the wall 
by pressing the A button repeatedly while he is moving. 


Most of Ninja Taro's enemies are deadly, but some are just 
nuisances and fighting them is a waste of time. Still others cannot be 
destroyed and must be avoided. Study the enemies in the instruction 
manual and plan your strategy accordingly. The samurai warrior, for 
instance, cannot be killed with ordinary techniques or weapons. 
Ninja Taro must butt or kick him until he faints and then he can be 
destroyed. 



Master the triangular jump technique 
as soon as you can. There are some 
screens you cannot clear without it. 


If Ninja Taro can reach the power-up 
triangle in the upper left of the screen, 
he receives fire-magic which sweeps 
all enemies from the screen for a brief 
period. 


THE GAME 


To become a Master Ninja is no 
easy quest, as you'll discover at the 
controls of Ninja Taro. You begin your 
journey armed only with a supply of 
throwing-star daggers; your skill and 
imagination; and an occasional piece 
of on-screen advice from your teacher, 
the Monk. When you clear certain 
screens, additional, more powerful, 
weapons will be awarded — the 
boomerang knife, bombs, or magic 
fireballs, which can clean all your 
enemies off the screen for brief peri- 
ods of time. 

Ninja Taro's journey takes him 
through a wide variety of settings, 
including grasslands, caves, and 
underwater screens. Enemies come 
in all sizes and shapes, including man- 
eating piranha, vampire bats, skele- 
ton heads, sinister Black Hoods, oc- 
topi, and poisonous amoebas. Once 
he has overcome all of these enemies, 
the brave little warrior must face his 
ultimate challenger, the fearfully 
powerful Asura. If Ninja Taro can 
defeat this opponent, he becomes a 
true Master Ninja. 

The Ninja Taro figure is ex- 
tremely maneuverable. He can jump, 
cling to walls (even upside down), 
climb, crouch, kick, and cover lots of 
ground by using a technique called 
the "triangle jump." Press the control 
button in the direction opposite Ninja 
Taro's movement, and press the A 
button simultaneously in order to 
master this technique. Collect scrolls 
for extra points, and power-up tri- 
angles for fire-magic. The way is long 
and your enemies are many. Do you 
have the skill and quickness to be- 
come a true Master Ninja? 

American Sammy 
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Ninja Taro takes a lot of falls in this 
game. If you can make him land on his 
feet — by using the A button — you gain 
1000 bonus points. 


There is a time limit on every screen. 
When only thirty seconds remain, the 
fire-wheel appears and the level of diffi- 
culty increases. 


In some scenes, a temple gate appears. 
Ninja Taro can go through that gate and 
exit quickly to the next screen, but if he 
does, he loses bonus points, as well as 
any chance to acquire new weapons. 
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OTHELLO 



Don't be alarmed if you appear to be losing at an early stage of the game. 
After a few surprise moves, a player's fortunes can be quickly reversed in 
Othello. (In fact, Othello was originally called Reversi.) 


Perhaps the most important secret to winning Othello is to control 
the comers of the board. If you can control at least two comers, you 
have a good chance of winning; if your opponent controls three or 
four comers, you're almost sure to lose. The comers are strategic for 
two reasons. First, they are the only squares where you can place a 
piece without fear that it will be captured later by your opponent — 
all other squares are vulnerable. Second, the corners allow you to 
capture entire rows of enemy pieces vertically, horizontally, or 
diagonally. 




The black player seems to be in a 
good position to win, since he con- 
trols the central portion of the board. 
But actually, entire rows of his pieces 
may be captured if his opponent 
occupies the squares along the edges. 


If you aren't careful, sometimes you 
get yourself in a situation where there 
is no possible move. Then you have 
to pass. This is like giving the oppo- 
nent a free move, and you'll usually 
pay by losing many pieces. 


THE GAME 


This is a very different Nintendo 
game — one that makes you rely 
entirely on thought and strategy in- 
stead of on quick reflexes and luck. 
Based on a 100-year-old board game, 
Othello is even easier to learn than 
checkers. Yet, it has surprising depth. 
As the game instructions point out, 
Othello takes only a minute to learn, 
but a lifetime to master. 

Othello is a two-player game that 
encourages you to challenge another 
person. You can also play the com- 
puter if you can't find someone who 
wants to play. 

The Othello game board re- 
sembles an ordinary checker board. 
It is an 8 x 8 grid with a total of 64 
squares. Like checkers, the goal of 
the game is to dominate the board. 
But you don't jump and remove your 
opponent's pieces. Instead, you cap- 
ture the opponent 7 s pieces and change 
them to your color. The player who 
ends up with the most pieces wins. 

An interesting feature of Othello 
is that it can see-saw back and forth 
very quickly. A player who seems to 
be winning can suddenly be losing if 
the opponent makes one or two clever 
moves. Othello is also very relaxing 
compared to other Nintendo games 
— and it's a lot easier on your thumb. 

Acclaim 
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Often, the move that captures the most 
opposing pieces isn't necessarily the best 
move. Here, for instance, the black player 
can capture four white pieces along the 
right edge. But white would recapture 
the entire column by placing a piece in 
the strategic lower-right corner. 


This game is nearing its end, and each 
player is trying to force the other to give 
up a vital comer position. By occupying 
a square next to a corner, you leave 
yourself open to a comer attack. 


The black player has captured all four 
comers in this game and thus made it 
almost impossible for the white player 
to win. His pieces in the center of the 
board are exposed to capture from all 
sides. 
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ROBOWARRIOR 



In level 1-1, the chalice is found just beyond the Well of Hope. Not all the 
levels have chalices, but if they do and you don't find them, the level will 
go on forever. 


By late in level 5 (Intellicon), you should have a strong enough 
inventory so that you don't have to worry about candles or energy 
packs. But, like it or not, if you're working with just a couple of each, 
it will be faster (really) to start over than try to make it though the rest 
of the game. You should be able to use a new energy pack each time 
you get down to your last two tanks, since there are several ways to 
lose two tanks at once. 


THE GAME 


The peace-loving people of the 
planet Altile have been forced under- 
ground by the alien invading forces 
from another dimension. These ali- 
ens, the Xantho lords, have laid waste 
to the planet and populated the area 
above ground with horrible monsters. 

Earth has sent a Z-Type Earth 
Defense cyborg (ZED) to fight the 
Xantho lords and their ruler, Xur. 
And the Altilites have hidden power 
capsules both above and below 
ground to provide the ZED with 
energy, bombs, missiles, and other 
items he will need for his battle with 
the Xanthos. 

As ZED explores eight different 
zones on Altile, he will have to mas- 
ter both strategy and action skills. 
He'll have to uncover the power 
capsules and hidden tunnels in every 
stage to survive. He'll have to defeat 
the numerous deadly foes that the 
Xantho lords have placed in his path 
as well as the Xantho lords them- 
selves. And ZED will also have to 
maneuver his way through a multi- 
tude of mazes, clearing paths that 
lead to the exits. But before the Altil- 
ites are free to return above ground, 
ZED must fight his toughest battle — 
against Xur, the ruler of the Xanthos. 



Level 2-2 is totally dark, so make sure 
you have a lantern (found in the Room 
of Idols in level 2-1) or a good stock- 
pile of candles. You also need a life 
raft, but there are several hidden near 
the water. 



Don't waste your medals in the shops 
buying items that can be found with 
bombs. It's best to get lanterns and 
megaton bombs. And don't try to 
stockpile. Remember that when you 
die you lose half your items. 


Jaleco 
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You can uncover some very valuable 
capsules in the Rooms of Idols found on 
most levels. You have to bomb the stat- 
ues in the right order to find anything, 
though. In level 5-2, bomb the far left 
first. 


Just as in level 6-3, 8-2 is dark, but there 
is a candle straight ahead from your 
location at the beginning. You should 
leave all the Outer City and Regency 
levels with 99 bombs, the maximum you 
can carry. 


Xur is actually not any harder to defeat 
than his fellow Xantho lords. Just have at 
least two energy packs at all times, dart 
up to lay a bomb quickly, then back 
away to see if you have a hit. 
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You can uproot turnips and throw them to knock your enemies off the 
screen. For each five large turnips you pull up, you win a stopwatch that 
freezes all the action on the screen for a few seconds. 


The first potion you get in level 1-3 should be carried to the first 
patch of grass you find (the patch is located just past all the logs over 
the water). You'll get a mushroom and several coins there. But if you 
die after that and have to start the level over again, throw the potion 
on the long log you cross just after you've found it. You'll find another 
mushroom and can finish the level with four lives. 




THE GAME 


Mario and Luigi have enlisted 
Princess Toadstool and Toad to help 
the land of Subcon, the land of 
dreams. Wart, that evil monster, has 
cast a spell on the land that only 
Mario and his friends can break. 

But the heroes must enter Sub- 
con in order to find Wart, and this 
wicked foe has unleased a variety of 
critters and uglies to try to prevent 
their progress through Subcon' s 
seven worlds. Mario and his friends 
will have to meet and defeat Shyguys, 
Trouters, Pidgits, Beezos, Triclydes, 
Phantos, and Albatosses before Sub- 
con can be released from Wart's spell. 

Fans of Super Mario Bros, will 
have to learn new techniques to 
complete the quest in this new game. 
No longer can Mario destroy ene- 
mies by stomping or kicking them. In 
this sequel, Mario has to pull vege- 
tables out of the ground and throw 
them at approaching creatures. But 
he will still have to surmount near- 
impossible obstacles, search for short- 
cuts, and face dangers of all kinds if 
he or his friends hope to find Wart 
and free the inhabitants of Subcon. 

Nintendo 



When you enter sub space, be sure to 
pick up all the grass you see. You'll 
pull up coins, and the coins become 
chances to win extra lives in the bonus 
round. Spinning cherries, or three of 
the same item, is lucky. 



Time your jump onto this ledge so 
you won't be shocked by Spark. One 
of the Phantos from the wall will 
chase you as you pick up the key. He 
leaves whenever you drop it, so keep 
throwing it down when he's in sight. 
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It only takes three direct hits to kill 
Mouser, but it's hard to time them ex- 
actly right. Your best bet is to throw the 
bombs on the left of the ledge with 
enough force so they'll roll over to the 
right. 


Be careful when you pick up one of 
Birdo's eggs or you could land in a bot- 
tomless canyon. You'll meet him on the 
left side of this ledge, but jump over him 
to get a little more room to move around. 


Cobrats fall off the screen when you 
throw them (unlike Shyguys, who walk 
back unless they hit someone else). So 
you can either try to hit the other Cobrat 
with the snake you've got, or throw 
them one by one. 
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TECMO BASEBALL 



Strategy is vital in Tecmo Baseball. Pick your starting pitcher carefully. 
Some men can last a whole game. Some start off hot, then cool off. Others 
are suitable only as relief pitchers, in later innings. 


If you hit a high fly ball and your runners have already passed their 
next bases, you can recall them to their original bases by pressing 
down on the control pad. To make the fielder who's closest to a 
batted ball jump for the catch, press the B button. If he misses, 
however, he falls to the ground and is out of play for a moment. 


THE GAME 


Tecmo Baseball lets you partici- 
pate in an all-star game, or just sit 
back and watch a game. Select your 
league, your pitcher, and your (op- 
tional) designated hitter. Control the 
speed of a pitch by pressing the A 
button and moving the control pad. 
Press up on the pad for a fast ball; 
press down for a slow pitch. You can 
also use the pad to aim the ball at 
different areas of the strike zone, or 
to put a curve on the ball. Whenever 
the batter hits a pitch, the view shifts 
to the outfield, and a superimposed 
baseball diamond shows where all of 
the base runners are. 

When your team is at bat, the 
control pad adjusts the height of the 
batter's swing, as well as his stance at 
the plate. You can bunt, steal bases, 
or call time out and put in a pinch 
hitter. Y our fielders can run and jump 
and throw realistically. They can also 
fall down, run into walls, and make 
errors. The ball takes realistic 
bounces, and its moving shadow 
gives a vivid 3-D illusion. When you 
blast one out of the park, the crowd 
goes wild. 

In short, this fast-moving sports 
simulation leaves out only one thing: 
the hot dogs. 


Tecmo 


When your team is at bat, use the 
control pad to adjust the batter's 
stance and the height of his swing. 


The game simulates every type of 
play that could happen in a normal 
baseball game, including bunts. 
Bunting successfully, however, is 
very tricky and requires some prac- 
tice. 
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The control pad gives you great control 
over the speed and height of the pitched 
ball. To throw a curve ball, hit the con- 
trol pad again after the pitch has started. 


One of the hardest skills to master is 
outfielding. Learn to estimate where the 
ball will land and hustle your fielders 
over there fast — but not so fast that they 
run into each other. 


Tecmo Baseball allows you to play an 
entire season, if you want to, from open- 
ing game to pennant race to World Se- 
ries. Crowd noises and player close-ups 
add to the realism. 
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TECMO BOWL 


****** SELECT VOUR TERM ****** 
* * 
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****************************** 


Select your teams from this NFL roster. Game-teams are programmed to 
reflect the strengths of their real-life counterparts. 


You can sometimes avoid being tackled by repeatedly pushing the A 
button. This makes your ball-carrier stiff-arm any tackier who gets in 
his way. If it's your turn on defense, use the control pad to make your 
key player close in on the runner. Then press the B button to make a 
diving tackle. That should stop any runner, no matter how big he is. 



The pink bar at the top of the screen 
is the kick meter. To get off your 
strongest kick, wait for the pink to go 
as far across the bar as possible. 


Superimposed numbers help you 
keep track of the ball carrier and your 
key defensive player. 


THE GAME 


In Tecmo Bowl you get to be quar- 
terback, coach, and spectator all rolled 
into one. First you choose your team, 
then you select your starting offense. 
Push the A button to snap the ball, 
watch the kick meter to estimate how 
high and far the ball will go, then 
begin the scrimmage. Good sound 
effects — including voices, cheers 
from the crowd, and crunches and 
groans from the players — add to the 
realism. And these animated grid- 
iron warriors are tough. When the 
action begins, they bang into each 
other like freight trains. 

A first-down line shows how 
much yardage you need to gain. 
Before each scrimmage, you can se- 
lect your offensive pattern — either 
running or passing — from a series of 
four optional formations shown on 
screen. Use the cursor to designate an 
eligible receiver. The defensive 
player, of course, gets to do the same 
thing. On defense, you control the 
player of your choice and select a 
formation to counter the offense your 
opponent has chosen. You can choose 
from a dozen NFL teams, each one 
programmed to simulate the real-life 
strengths of those teams. Some have 
great passing games, some have good 
runners, some have a rock-solid de- 
fense. 

Tecmo Bowl is a fast-moving, 
authentic-looking gridiron simula- 
tion. It has lots of realistic action as 
well as plenty of room for strategy. 

Tecmo 
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Plan your offense from the four running 
or passing plays shown before each 
scrimmage. 


Before each play is run, a dotted line 
appears on screen. This shows how far 
you have to go for your next first down. 


Tecmo Bowl uses a very good "voice" to 
simulate signals, crowd noises, and the 
stadium announcer. Such attention to 
detail makes the game more realistic. 
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DIRECTORY 


ACCLAIM ENTERTAINMENT 
189 South Street 
Oyster Bay, NY 11771 

AMERICAN SAMMY 
20,000 Marina Avenue 
Suite 350 

Torrance, CA 90503 

BRODERBUND SOFTWARE 

17 Paul Drive 

San Rafael, CA 94903-2101 

CAMERICA LIMITED 
230 Fifth Avenue 
New York, NY 10001 

CAPCOM USA, INC. 

1283-C Mountain View/Alviso 
Road 

Sunnyvale, CA 94089 

CULTURE BRAIN USA, INC. 
9593-153rd Avenue, NE 
Redmond, WA 98052 

DATA EAST USA, INC. 

470 Needles Drive 
San Jose, CA 95112 

FCI 

150 East 52nd Street 
34th Floor 

New York, NY 10022 

HAL AMERICA, INC. 

7873 SW Cirrus Drive 
25-F 

Beaverton, OR 97005 

JALECO USA 

5617 West Howard Street 

Niles, IL 60648 

KONAMI, INC. 

815 Mittel Drive 
Wood Dale, IL 60191 


NINTENDO OF AMERICA, INC. 
4820 150th Avenue, NE 
P.O. Box 957 
Redmond, WA 98052 

SNK CORPORATION 
OF AMERICA 
246 Sobrante Way 
Sunnyvale, CA 94086 

SUN CORPORATION 
OF AMERICA 
925 A.E.C. Drive 
Wood Dale, IL 60191 

TAITO SOFTWARE, INC. 

267 West Esplande #206 
North Vancouver, BC 
Canada V7M 1A5 

TECMO, INC. 

Victoria Business Park 
18005 South Adna Maru Lane 
Carson, CA 90746 

TENGEN, INC. 

1901 McCarthy 
2nd Floor 
Milpitas, CA 95035 

TRADEWEST, INC. 

P.O. Box 1796 

2400 South Highway 75 

Corsicana, TX 75110 

ULTRA SOFTWARE 
CORPORATION 
240 Gerry Street 
Wood Dale, IL 60191 

VIC TOKAI, INC. 

Torrance Tech Park 
370 Amapola Avenue 
Suite 104 

Torrance, CA 90501 
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The products named in these 
pages are the tradenames, or 
trademarks, of their respective 
companies. Nintendo is a regis- 
tered trademark of Nintendo of 
America Inc. Other than as a pro- 
vider of quality editorial material 
to this market. Signal Research, 
Inc., an independent publishing 
company, is not affiliated with 
any of the companies or products 
covered in the Game Player's Guides 
to Nintendo Games. 





Looking for games that'll give 
you the biggest bang, the best 
action and excitement? 
You've just found them — 
seven incredible hits from 
Tengen. You recognize them, 
'cause they're all killers in the 
arcades. Now you can get 
them at your favorite store 
and have a blast at home! 
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VISIT SOME OF THE MOSF 
BEAUTIFUL CITIES I N AMERICA 

ALL. 


Now is your chance to become the 
monster you’ve always yearned to be 
and lay waste to America from coast 
to coast. 

It’s Rampage!" the #1 arcade hit, now 
for Nintendo. The graphics are great. 
The play is great. And for pure dining 
pleasure, be it main courses of sky- 
scrapers or appetizers like helicopters, 
tanks and innocent bystanders, this 
game is a heart- and city-pounding 
knockout. 


a monster tour of America with 
And don’t watch your step. 


■Mm 

NOW FOR NINTENDO. 


0 


DATA EAST USA, INC. 
470 Needles Drive 
San Jose, CA 95112 
(408)286-7074 



Rampage is a trademark of Bally Midway Manufacturing Co. Program; © 1988 Data East USA, Inc. 




Our goal is to preserve classic video game magazines 
from years gone by before they are lost forever. 

Thanks goes out to everyone who makes this possible. 
Starting with the original writers and editors, 
to all the people involved in acquiring and 
digitizing these magazines. 

People interested in helping us out. 
in whichever way possible. 

Either by donating magazines, scanning, 
editing or helping in the distribution, 
visit us as www.retromags.com 

We are only interested in preserving magazines 
which are published prior to the year 2000. 

We have no desire, nor intent to profit 
from these scans in any way. 

So please. 

if you come across people trying 
to sell these releases. 

PO NOT SUPPORT THEM! 




THANK YOU! 




